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Lose yourself in a heart-pounding 
3-D thrill-ride that stretches across 


Every decision becomes crucial as 
you change routes, engage enemies. 

and alter the outcome. 


30 different cities and 12 countries 
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x I 
f planned to \ 

USE THIS SPACE 
TO TALK ABOUT S3, 
BUT AS X WRITE 
THIS, IT'S STILL 
k A F£W PAYS ( 
V AWAY! S- 


r SO, WITH x 
THE HELP OF MY 
FRIEND R.O.8., I 
PLAN TO TRAVEL 
ONB WBBK INTO 
THE FUTURB TO 
FIND OUT WHAT 
V HAPPBNS! j 
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LET'S 

kick rr, 

R .0.8,/ 


squeee! 


squeee! 


NOTBi THE 


PRINTER WAS ABLE TO 6IVE US 


► NOT S’. VO NOT TRY THIS AT HOME/ TIME TRAVEL IS VANGBROUS, AND SHOULD BE LEFT TO 


R.O.B., X SAID ONB WBBK INTO 
fHE FUTURE — NOT 40 YBARS! 


SORRY, YOU'LL HAVE TO FLIP TO 
OUR FBATURB TO READ ABOUT S3, 


\ 




' 
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T'S -M 


2 

• • • * .• j./ 


v gy 

T THB WAY : N 
AROUND 2070, 
START STOCK¬ 
PILING SUGAR. 
k TRUST ME. > 




THAT'S rr, WE'RE THROUGH! YOU CAN 
PLAY GYRO/HITS BY YOURSBLF! 


wheeeze 


...... - 
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T,T. 


My trip through time wasn't 
a total bust — I did get to 
see the events that will 
unfold over the course of 
the next 40 years. Here are 


The PlayStations is old news by now 
and EB is taking orders for the PS4. 
Taco Bel! has won the franchise wars, 


plays "consoles" anymore, 
a thick Sony cable comes into 


be utterly decimated a 20th straight 
time. Tang, the orange drink, finally 
releases a second flavor called " Poon". 


your head. This is a dark, dark time 


■ 


' 






mmm 


' / 


, 

■ 


I. It's got the 


The final image 
humor of the dim 


m with 


showing wh 
this image i 
didn't leave 


The only 


was 


on the I 

: 


to Avalon Studios for 


| | | ' e take P r 'de in having quality or 
J^IJinai artwork, to present our m< 
j azine at the highest possible level. 

I We deviated from our normal ilk 

I ; • Br ■* ■ t 

i trated cover style for ihe last 
issues, because we wanted to 


what a return it is! Arthur Adams, who 

issue and 

every January issue so far, did an awe¬ 
some job with Regina (and friend) from 
Dino Crisis 2. Thanks a lot. Art! 
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Senior Editor (Reviews/Previews) 

Likes: Fighting Games, RPGs 
Hobbies: Exploring The Matrix 

What are you looking for¬ 
ward to this summer? 

Checking out all the summer ; :|§ 
movies and just chillin' with 
friends and family. It's all good. ■% 
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Likes: All types of games 
Hobbies: Comics, hoops, J-Pop 

What are you looking forward 
to this summer? Hoops! I'm 
finally gonna get my slack butt 
up off the couch and exercise. 
Everybody will get dunked on! 






■BfRNZ-Rl C/H1H1 CNFIN 

Barely Employed Logo 

Likes: ALL GAMES!!! 

Hobbies: Games and GAMES! 

What are you looking forward 
to this summer? Hanging out 
with Max-san at the beach in 
Makuhari! The surf's great, and the 
aids there — kawaiiiii / 


Ljkes: Shooters, Racing, Platform 
Hobbies: Pro Wrestling, Movies 

What are you looking forward 
:jtb this summer? Moving closer 
fe PSM headquarters. I've just got 
:jsp cut down on the three hours of 
’commuting 1 do each day! 


■ 


-Eugene IAJang 


What he does: 

Designs fantastic pages full of beauti¬ 
ful colors. 

What are you looking forward to 
this summer? I am enjoying teaching 
my pets to catch the flying frisbee. It 
is so fun-filled. First I will talk to them 
to get them ready. I say " Here it 
comes!" Then I throw it and they try 
to catch it. So far, my fish are not very 
good at this. 

Gary's Quote of the Month: 

"Get back in the aquarium, Sparky!" 


What he does: 

THE reference art wrangler, Mambos. 
What are you looking forward to this 
summer? Getting a fog burn in the 
toasty summer climates of San 
Francisco. Buying movie related mer¬ 
chandising, seeing all the "Phantom 
Menace" sized block busters of the sea¬ 
son, then fcept for MI2) angrily demand¬ 
ing my money back from the theater. 
Eug's Quote of the Month: 

" Know any gooo dentists good at 
removing cha chas from teeth?” 


What he does: 

Ensures that the phrase "My bad!" will 
never appear in this magazine again. 

What are you looking forward to 
this summer? Storing my aluminum 
bat in the freezer. Physics prove that a 
frozen bat travels through the atmos¬ 
phere with less resistance, resulting in 
a more severely corrected writer. 

Bill's Quote of the Month: 

"Hey, I wonder i 
to this frozen ba 
Et it off me! Mv 
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HH 


Audit Bureau 
of Grculations 

Member 




Ack! Is stuck! Elp! 
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what we want on our cover 




youre 


vT v | 


our readers come first, and we 


This is our promise to you, the hard-core 
PlayStation gamer, who deserves 


PSM is created by us ana no one else. 
Nobody has to approve our pages before 


imaaine 

r/.t oi a 11 .vj i h f a an 


Imagine Media, Inc., 150 North Hill Dr., 
Brisbane, CA 94005 

(415) 468-4684 www.imaginemedia.com 


CEO - Chris Anderson 
Vice President/CFO Tom Valentino 
Vice Presidenl/Circulation Holly Klingel 
General Counsel Charles Schug 
VP/Editorial Director Matt Firme 
Publisher Doug Faust 


IMAGINE ENTERTAINMENT DIVISION: 

President - Jonathan Simpson-Bint 
Publishing Director - MaryAnn Kearns 
Marketing Director - Ken Chang 
{PSM, PC Gamer, Games Insider, 

Next Generation, Games Business, 
Official Sega Dreamcast) 


IMAGINE BUSINESS DIVISION 
President Michela Abrams 
IMAGINE COMPUTING DIVISION 
President Cheryl England 


The Future Network serves the information needs of 
groups of people who share a passion. We aim to satisfy 
their passion by creating magazines and websites that 
offer superb value for money, trustworthy information, 
multiple ways to save time and money, and are a pleasure 
to read or visit. This simple strategy has helped create 
one of the fastest-growing media companies in the world: 

we publish more than 100 magazines, 20 magazine 
websites and a number of web networks from offices in 
five countries. The company also licenses 42 magazines 

in 30 countries. 

The Future Network is a public company quoted on the 
London Stock Exchange (symbol: FNET). 

Media with Passion 

Bath, London, Milan, Munich, New York, 


Paris, San Francisco 
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Visit wvm.esrb.org 
or call 1-800-771-3772 
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ISSUE NUMBER 35 

July 2000 




E3: 20-pages of hot new games! 



f SO STEVE, > 
JUST HOW ARE 
WE GOING TO 
k SNEAK IN, 

V AGAIN? y 


RIGHT? 


We went, you didn't. Now you can 
drool over all the really hot stuff we 
found at this year's E3 show. Turn 
to page 40 and let's get rolling! 


Girls of Summer 




T HEY N, 
THERE FAN- 
BOY, GOT ANY 
V LOTION? y 


^ TINA x 
OUIT TEASING ^ 
THE REAPERS ANP 
. RUB SOME OIL 
V ON MY Laos, y 


If Dr. Wily constructed a special device that would transport you to a tropical 
paradise in videogame world, where all of the hottest game babes were frol¬ 
icking about, you'd 
go, wouldn't you? 
Well wouldn't you?! 






I ' 

l- ■■ . 






- 





It's been a long time since Iron Mike 
rocked the o!' 8-bit NES with Punch- 
Out. Since then he's had...urn, a lot 
going on. Anyways, cover your 
ears and head to page 
72 to check out his 
latest game! 


MAKE ME 
SAY SOMETHING 
STUPtP ANP 
I WILL FIND YOU, 
FUNNY MAN. 


S IF ONLY N 
/ YOU KNEW HOW \ 
{ MUCH rr HURTS TO i 
A BE IRON MIKE. .. } 
-*V (SOB) ' 



THEY SAIP % 
I WAS ALL WASHED 
\ BUT SUGARSAURUS 
SCORES AGAIN/ 

. 800-YAHf ^ 




f WOULDN'T \ 

you KNOW I'M 
IN THE ONLY 
RES EVIL &m E 
WITH NO HOT 
-v CHICKS?' y 






riv.v 


Resident Evil 


■ r 


We've seen the terror on the faces 
of the Resident Evil senes' stars 
for three games now, but have 
you ever wondered what it's like 
to witness all the zombie-blasting 
carnage from their point of view? 
Turn to page 81 to find out! 





































































































































Do you like bikinis? We thought so! Turn to page 
60 NOW for our Girls of Summer special! 
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The latest PlayStation news and up-to-the-minute info 

i ? News. *- pg. IS 

i» Q&A.- pg. IB 
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This month's new games, thoroughly tested by PSM experts 



PG. Ed 

All the best dirt on tomorrow's hottest games 

► Bust-A-Groove 2.pg. 74 

I Dino Crisis 2.*- pg. B8 

► Duke Nukem. *■ pg. 78 

► Evil Dead.- pg. 75 

► Mike Tyson Boxing.► pg. 72 

► Ms. Pac-Man Maze Madness.*•- pg. 74 

► MTV Sports.- pg. 73 

Hayman 2.► pg. 8D 

I Resident Evil: Survivor. E pg. 81 

► RPG Maker.► pg. 81 

► The World Is Not Enough.* pg. 7B 

► Ultimate Fighting Championship.► pg. 73 


'-a«sa 




— 



& A A i;. 4 k 4 A & . k k A A A A Am A,A AAA 
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All Star Baseball 2002. . . pg. 27 

Armada 2 . pg. 21 

Bust-A-Groove 2 . pg. 74 

Countdown Vampires . pg. 30 

Covert Ops: Nuclear Dawn. pg. 39 

Dino Crisis 2 . pg. 68 

Duke Nukem . pg. 78 

Evergrace. pg. 27 

Evil Dead. pg. 75 

FIFA 2000: MLS. pg. 24 

Gekido. pg. 36 

Grind Session. pg. 38 

Knockout Kings 2001 . . . pg. 20 
Kurt Warner Arena Football, pg. 32 

Midnight Club . pg. 22 

Mike Tyson Boxing .pg. 72 

Munch's Oddysee .pg. 19 

Ms. Pac-Man Maze .... pg. 74 
MTV Sports.pg. 73 


NASCAR 2001 .pg. 25 

NBA Live 2001 .pg. 26 

NHL 2001 .pg. 21 

Nightmare Creatures il.... pg. 30 

Oni.pg. 22 

Rayman 2.pg. 80 

Reel Fishing II.pg. 36 

Resident Evil.pg. 81 

RPG Maker.pg. 81 

Smuggler's Run.pg. 26 

Spec Ops: Stealth Patrol... pg. 38 

Street Lethal.pg. 25 

Strider 1&2 ...pg. 32 

Test Drive Le Mans .... pg. 34 
The World Is 

Not Enough.pg. 76 

Tiger Woods PGA 2001 . pg. 24 

U.F.C.pg. 73 

Wild Arms 2.pg. 31 
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Li*. 


A sneak-peek at what's gonna be hot for next month 
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The latest codes for all you addicts 



fl »£ g U111%. \ j 




► PG. M - 


You've got questi 

ions, we\ 

CD 

got answers 





We were all excited about the last Bond title, 
Tomorrow Never Dies, until it got released. The 
game just ended up being much too basic 
and way too short. Now, with The World 
is Not Enough , we're hoping that 
EA/Black Ops has managed to create a 
deeper gaming experience worthy of 
the franchise. Discover the answer 
for yourself on page 76! 



Championship 

*- pa 7 3 - 


It's been a long time coming, but the Ultimate Fighting 
Championship series is finally getting its own videogame. 
Let's get it on! Go to page 73! 




There are more games and 
modes in Gekido than 
members of the Naps 
team who created it! Our 
strategy shows you how 
to beat it! What are you 
waiting for? Get to page 
84 now! 
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m4VY, WHERE 
^ARE YOU?! J 


VO YOU 

r see ole-looking- 

6AMES? IP YOU SEE OLD 

loomo &mts, you 1 re 

> INI N/NTENPO'S 
BOOTH... 


liP HfPiiFP S IMlIlllP ill FI 

ills M?. v'S(. a. n gfSsSlBSS Bag| 8 

H v w Sf « B vw ww * 58 r J f,3 f k $i "'■$ ijf ei 

he Monitor section will return to its usual 
multi-page format next month, but for now, 
E3 is where all the breaking news is at. We were on 


s bigger or more exciting one; the number of surprise 
announcements made and new games revealed sim¬ 
ply blew away any other gaming event (Japanese or 
otherwise) to date. 

Before you could say "PlayStation2," we were off 
the return flight and at our computers, typing away to 


. 


can find in its entirety beginning on page 40. It's 20 
pages big, packed with surprises, and definitely not to 
be missed! 


f I'M X 
SOMEWHERE' 
WHERE I PONT 
KNOW WHERE a 
V I AM! ' 


w~- 






A Mem, oh man, was this year's E3 huge — and we don't just mean the number of people 

over Hie show floor! 


■Uv^:y. •: 




in the games, Lara is now in her early 


1§P£ 


mmm-y 


Lucy Clarkson's 
: mother! 


nother year, another Lara Croft model. This time, the 
honor goes to 16-year-old (yes, you read that right) 
British model Lucy clarkson, whose first gig as the real-life like¬ 
ness of Tomb Raider's leading lady was at Eidos' E3 booth this 
year. Lucy got her start modeling after her mom entered her in 
a toothpaste company's talent contest, which she promptly 
won. Not too long after, her father remarked that she'd make 
a good Lara Croft — the rest, as they say, is history. 

So, in honor of the latest Lara look-alike, we decided to toss 
a tittle trivia yourway. For instance, did you realize that there 
e as many Lara models as Tomb Raider games? Beginning 
with Rhona Mitra, there have been four real-life Lara Crofts; 
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PS: More Thao Two Million Served 
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hen was the last time your local electronics shop got 
in a shipment of a $400 product and they were gone 


before you could blink? Unless you live in Beverly Hills, the 
answer is probably "never." Well, in Japan, where PlayStation2 
has been out for four months and costs the equivalent of 400 
clams, it's an everyday occurrence. 

In fact, PS2 is fast on its way to becoming the fastest-sell¬ 
ing piece of consumer electronics ever, videogame console or 
otherwise. Since its release on March 4, more than 2.1 million 
of the systems have been shipped, and stores still can't keep 
them on the shelves. Sony has even bumped up its shipments 
of the machine beyond the 500,000 unit a month mark for the 
rest of the fiscal year, which ends next March. 

So, does this mean PlayStation2's will be just as hard to 
come by when the machine hits U.S. shores? As with any new 
console launch, we expect the demand to be high, but having 
analyzed the Japanese launch, we're sure Sony will be working 
overtime to crank out enough machines to meet demand. Pre¬ 
sales at some stores in larger cities have topped the 200 mark 
so far, though, so getting your name on a pre-order list proba¬ 
bly wouldn't hurt. 
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e^e are a 
notes of i 


several other big name TPS titles 
on the PC are destined for PS?, 
but that's ail we can say at the 
moment. 


I Just as we were leaving for 
E3, LucasArts confirmed a game 
that we'd mentioned in Gossip a 
couple nf issues back: A car-corn- 


Wars universe 


the company. As a result, Silicon 
Knights is now a Nintendo-only 
developer, and Too Human is no 
longer coming to PlayStation, but 
to another, non-Sony, yet-to-be- 
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23 mission battle arenas* 

11 |p: and unique gangs + the Final Boss to compete against in battle. 

Each level is loaded with secret areas, hidden power-ups and dozens 
of non-gang opponents like attack droids and robotic gun turrets. 
Head-to-head 2 player split screen combat* 

Dozens of power-ups including invullterabllltyi invisibility, double 
c!anta§% guided missile jammers, nitro boosts... 

An arsenal of desbrucilw© weaponry including shield-draining bombs, 
energy mega-bolts? corrosive gas bombs and mini-thermonuclear warheads 


32 levels of closed environments and huge open spaces - 
dungeons? castles, caves? glades and villages. 

More than 200 enemies and interactive characters. 

More than 30 types of weapons and 32 different spells 
many with multiple variations. 

Secret characters unique to the PlayStation ? 
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PlayStation 


if assault as you lead your team of Rangers 
er mi terrorist units. 

forces in global terrorist hotspot 
nlght-wlslon goggles, sniper 


Choose steal® or all-out frc 
into combat against iifra«pi 
Fight against time and huge 
An arsenal to choose from including 
rifles, machine guns, tripwire mines, grenades, shotguns, and more. 

Two player split-screen battle mode. 

Lead your team with guns biasing or silently under the cover of darknes 
across landscapes of thick jungle, barren desert, arctic tundra and dense forest, 
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April 2000 


MARTIAN GOT:,{IOC 


Year 2018. On Vita 1, a base constructed on the face of Mars, man searches tor evidence ot 
bacterial life beneath the frozen surface. During the excavation, a giant sarcophagus opens 
into a vast and ancient necropolis. Soon after, ail communication with Mars ends. 

Reason for breakdown of transmission: uiifolliuvn. 


4S S3* 


Through the complex, layered plot follow three investigators 
sent by Earth Control to assess the situation on Vita 1. 

Dozens of subterranean city caverns to explore 

Noil-iiiv puzzle structures you at every turn. 

Strange and violent creatures stalk you constantly as you 
seelc answers to the disappearance of Vita 1’s staff and the 
mystery;/' of the ancient Martian necropolis. 


* Suggested Retail Price=$9.99. 

©2000 Take-Two Interactive. All rights reserved. Take-Two Interactive Software, fnc. 
and the Take-Two logo are registered trademarks of Take 2 Interactive Software, Inc. 
Spec Ops & Zombie are trademarks of Zombie Software Incorporated. Grudge Warriors 
is a trademark of Take 2 Interactive Software andTelstar Electronic Studios Ltd* Martian 
Gothic is a trademark of Creative Reality, Ltd. PlayStation and the PlayStation logos are 
registered trademarks of Sony Computer Entertainment Inc. The ratings icons are 
trademarks of the Interactive Digital Software Association. 
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Name: Shinji Mikami 


I Position: Directing manager, Research 
and Development #4 
Previous Projects: Aladdin, Goof Troop, 

[ Resident Evil, Resident Evil 2, Dino 
j Crisis, Resident Evil 3 Nemesis, 
Resident Evil CODE: Veronica 
Blood Type: AB 

Hobbies: Watching movies, collecting 
watches. 

Favorite Musician: Furtwangler, 

• Mravinsky (classical conductors) 

Favorite Recent Movie: The Matrix, 
:The Negotiator; The Green Mile 

Favorite Dinosaur: T-Rex 

I _ 



PSM: When did development on 
Dino Crisis 2 first begin, and how 


| many people are on your team? 
Shinji Mikami: We can't tell you when 
we started the development, it's a 
secret. There are about sixty people on 
the Dino Crisis 2 team. 


gruesome scenes. Will the sequel be 
even more violent than before? 

SM: Although ! can't go into details 
without giving too much away, we 
won't make it more violent than it is 
necessary. Our goal is to make all of the 
action fit within the context of the story¬ 
line. We are achieving this goal with 
Dino Crisis 2. 

PSM: Will any new playable charac¬ 
ters be introduced in Dino 2? 

SM: Yes! (Editor's Note: See our pre¬ 
view for more info on this and many 
other new features!) 

PSM: Are the environments still 3D 
polygons like in the first game? 

SM: No. This time it will be polygon 
characters over computer rendered 
backgrounds like the Resident Evil 
series. You can expect more beautifully 
detailed background graphics compared 
to the prequel. 

PSM: What types of new weapons 


Will Dino Crisis 2 move the series 
more into its own unique direction? 

SM: Yes. My plan is to have the Dino 
Crisis series move into a different direc¬ 
tion from that of the Resident Evil series 
and establish its own original world. You 
will notice that the game is focused 
much more on action. Players will be 
delighted at the new approach we've 
taken to Dino Crisis. 



PSM: If the series continues, how 
would you like to see it evolve? 

SM: I would like to see Dino Crisis 
evolve into an even bigger scale, with a 
much more open-ended environment, 
unlike the Resident Evil series. 

WWmWHWWfclWWIWt^fiHfi Ill'll' piW>»^T^PWTMMnilPilWMiWWiWniiil miim 

“Players iaiill be 

DELIGHTED AT THE 
NEW AFFRDACfl 


thinking behind her creation? 

SM: First of all, she had to be a cool 
woman. However, it is not her true self 
to be coo! — her past experience forces 
her to be that way. She is not a person 
whose personality you can easily under¬ 
stand. It would be great if players could 
notice her true personality from her sub¬ 
tle gestures and words that we put here 
and there throughout the script. 

PSM: So, what would you do if you 
were trapped in a jungle filled with 
rampaging dinosaurs? 

SM: 1 would secure my escape route 
first. Then I would set a trap to catch the 
dinosaurs, kill them, and finally... eat 
them! Nevertheless, I would still have 
to keep running from the T-Rex... But I 
won't give up! I will eat him some day! 

PSM: Do you think we'll ever see 
Regina team up with Jill Valentine to 
fight "Zombie Dinosaurs"? 

SM: I don't think so. 


] 




: 

PSM: The first Dino Crisis was an 
amazing game. How did you 
approach making the sequel? What 
| did you want to accomplish? 

SM: There were three things I wanted 
| to accomplish: (1) To create a fully 
| atmospheric Cretaceous environment; 
| (2) To introduce twice as many types of 

| dinosaurs; and (3) We have fixed the 
| catch phrase as "This time, it's war!'' 

| and designed the game accordingly. 



PSM: Will Regina appear any differ- 
| ently than she did before? 

SM; Sorry, but I can't tell you. 

I PSM: How many dinosaurs are in the 
game, and what new ones can we 
expect to see? 

SM: One of the new dinosaurs is 
[ Allosaurus. The game boasts ten differ¬ 
ent types of dinosaurs. It's too soon to 
I give you all of the details right now. 


PSM: The first game had some pretty 


and items will be included, and will 
the inventory system change? 

SM: Sorry, but no comment at this 
point. Please keep in mind that the 
game is still under development and we 
can't give away every secret. 

PSM: Fair enough. Compared to the 
first game, what will the balance 
between action and puzzles be like? 

SM: We increased the action elements 
and got rid of all the puzzle elements 
this time. Instead, we've added lots of 
in-game mini games which will surely 
delight players. 

PSM: The first Dino Crisis had many 
great surprises. Can we expect to be 
shocked even more in Dino 2? Also, 
were any new techniques used to 
help build up suspense and horror? 
SM: Absolutely yes! This time we've 
gotten a professional stage director's 
opinion for the demo scenes. We guar¬ 
antee you will enjoy lots of shocking and 
cool-looking scenes in the game. 

PSM: The first Dino Crisis was very 
much in the style of Resident Evil. 


UJ-E’VHE TRK€N to 
□ lNO C-KISISb ” 


PSM: How could the power of the 
PS2 potentially benefit the Dino 
Crisis series, and Survival Horror 
games in general? 

SM; The future will hold the answer. 
The PlayStation 2 will allow for develop¬ 
ers to achieve a greater overall sense of 
realism and this will benefit every type 
of genre. For instance, it will be possible 
to create extremely realistic dinosaurs in 
an overwhelmingly realistic environ¬ 
ment with the power of PS2 


PSM: Can you imagine ever playing 
this type of game online? 

SM: No comment. 



PSM: Regina seems to be a different 
type of heroine. She isn't as gratu¬ 
itously sexy as most videogame 
"babes"; she seems intelligent and 
even a little classy. What was the 


PSM: In closing, what final message 
would you like to say to our readers 
about Dino Crisis 2? 



SM: You will find Dino Crisis 2 a totally 
different experience from the first 
game. Please make sure to check it out. 
We won't disap¬ 
point you!! 


> As one of 
the few sur¬ 
vivors from 
the first game, 
Regina knows 
what it takes 
to face angry 
dinosaurs. 
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©2000 Square Co., Ltd. All rights reserved. SQUARE 


Mild Animated Violence 
Mild Language 


trademarks of Square Co., Ltd. Threads o( Pate is a 
trademark of Square Co,, Ltd. PlayStation and the 
PlayStation logos are registered trademarks of Sony 
Computer Entertainment Inc The ratings icon is a 
trademark of the Interactive Digital Software Association 


PlayStation 


v' i my- 

■ 

: : 


EVERYONE 


&QNTENT RATED BY 


































































kma MHH 




■ 

. KWK. 

: 


; - . ■ 

IS j-C': ./.Vij.'. 


: is ,' 


&«*$*! 


j w I—i jj'&jBSimimM* 


MSS 






%f "< • :-■• -.i 

i. 

2 . £ V 


/.;• .Jr 


’ li *t 

f'l \ 

1 IM 


;/jWi 






! lv!' .■-■ !■ !■! I -I ■! ■!. ■ • ■ !■ !■ 
: ,::. :: ::: 


.vjr 3 : 


^ toe h 5 w *« ■'. ; 


VV 




jftn 

. . 


I'fy'lMpI 


tWFOGRAMES 


V.iU.7.W^(tif.,'t; eicii 




; ’ ‘CiM 




■■■ ■■ ■ ■ -... 




.-m of ■&&*■{"{<• 


MSS 


PlayStation 




content ratio by 


:en$e b 1 ) 
TRAOEM 
MPtITER 


REG! 

S 

PER 

EE 

RAME 

:s 


>R 

SfACT! 

Vi 

s 0; 

!G 


■ 

1 

la 

Si 

8 

Wti 

fe 

$ 

1 

-• 



v" 

rO*c* 

. • C *? 
*ih 


*\*T»r 

ri*;* 


:■ 


-'U M 

«$?.> 

,' ■£! 





$ 


tf&J 

USB 




1 


11 


• '-4 V. ^'1^4 ' r 1 1 ’ ‘ * 


m 

jr 1 • •» 

If ■. " 


























































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































July 






//www.D-HlLYRFin-R -R.com 


HTTP 






i‘/I'-l 




•1« 


wPsD^S^vi' '■ ,* 

•• 

--. '■ •■• 


■gc-wtif 

fviVir 


: 


■ * 


-"■*5v 1 


' V 1 

j ,«.- > X 




. -■■'■'? . V. 


!■_. ■ ■ - • ; ■ . “ ■; ■ - 




Type: Adventure 


under wraps, but the developers have 
recently spilled the beans. Munch is one unlucky fei 
low. He's had his leg broken in a bear trap, been 
abducted by mad scientists, and has an alien 
device planted in his skull. On top of all that, his g 
race has been hunted to extinction. J 

As Abe, you'll help Munch take on JjI 
Oddworld's corporate power brokers 
and their armies of goons. They'll 
come at you with some insane 
weapons, like SnUzi pill blasting auto- ' ; 

matics and Lungbuster cigarette rifles. Or, con¬ 
versely, you can decide to turn against Munch 
and help push the world over the edge. ^ 
That's the beauty of this game — you t J 

can do anything you want. 

■■■ Well keep you 

updated as we find out 'a 

more, so be sure to check 
back. This is looking like one of . 

■ ho bos' PS2 titles out there, and wefll 
can't wait to see more! 


month, and it keeps looking better. Just to recap, the main focus of the 

'.v' •; 111. d ^ t ' ' 

i' ^ 

. , aJventu e you co 

.f •• .in plenty of otfi^r charac 


Abe's race is pretty mys¬ 
tical, as these two sequences 
both illustrate. This series of 
pictures show the little guys 
making rain, using a big 
weird doohickey. 


•^r i ‘ 5 P*‘*iV: 


Chris Slate 
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guys to put a stop to them. Here we see a group of Abe's 
people regenerating the trees after they were recklessly 
chopped down. 
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Developer: Black O 


oxin 


he best selling boxing game in the histo- 
f ry of the PlayStation is back with a 
vengeance and ready to defend the title 
against all comers. Knockout Kings 2001 is set to knock 
the videogame boxing world on its ear with some fan¬ 
tastic features, legendary fighters and some hot new 
technology. Let's get ready to rumble! 

So just who's on the card, you ask? Well, check out 
this roster: Muhammed Ali, Joe Frazier, Roberto Duran, 
Marvin Hagler, Rocky Marciano, Joe Lewis, Julio Cesar 


mg moves, so you'll feel like you're totally in c 
your fighter. And don't forget Dynamic Punch 
which allows you to control every single pui 
combination, as well as invent your own specia 
But that’s not all... EA has also sweetened 
with exciting commentary and analysis by Al B 
and Teddy Atlas. Real life referees Mills Lane (I 
it on!) and Richard Steel will be in the squared 
keep things honest, and Jimmy Lennon, Jr. 
doing the ring announcina! Plus, vou'l! be able 




on 2 has no trouble bringing the fluid grace and devastating 
"sweet science" to the videogaming world. Compare these 
Lewis's left jab. Both look like they could knock you into the 


power 


; ■ V 


Here's the real Mr. Lewis. 
Yes, you'd better call him 
Mister, also... 


>- ...and here's Mr. Le 
after EA's extensive proa 
We're still gonna call I 
Mister, though. 


A Lennox fires a left jab into the 
face of his opponent. Yeah, 
we'd have to say it hurt. 


A Here's Lennox's character fir- 
ing the same jab. Still looks like 
it would hurt. 
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► The alien races come in all sizes and shapes. These par¬ 
ticular ones look like giant jellyfish, but that's all we know 
right now. It will be interesting to see what sort of abilities 
they have. 


ontinuing in t 
this series, N 


era) new auditions. 
Thanks :to the power 


New cai 
3w for a 
I like yoi 


enhanced, so they'!! pi 


who have been dreaming of being drafts 
Latvia teams can now rejoice. 

Along with these improvements, expe 


appear, as well. Get your skates laced up, h 
the ice this Fall. 


A A local favorite, the San Jose 
Sharks should hopefully be one of 
the better teams in the 


A You're going to see a lot of 4 / Sometimes, during a slow 
motion-blur and other special period, the goalie just likes to 
effects. They seem to have gotten take a break and relax. He knows 
a good grasp of the PS2 hardware that a Snickers can satisfy like no 
and are trying out different things other candy bar. Don't you want 
in each of the games. to be like him? 


Stephen Frost 


game. 

Rega rdless, we're probably goiiig 
to be choosing them every time 
anyway. We like being local. 
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areas (such as the interior of an aircraft carrier) that 8 ! 


Midtown Madness on PG is lookingmore 
promising than ever, and we recently got a chance to 
take it for a spin. 

In addition to the numerous streets and alleyways 

you'll be able to take through each city, Midnight Club's more races, you'll be able to buy better cars or upgrade 

sprawling circuits are peppered with less obvious your existing one with your winnings, 

shortcuts that can really save time (and bewilder other Add in cool real-time effects, a smooth frame rate, 
racers). For instance, you'll be able to cut through and loads of realistic traffic; and you've got one racing 
a garage filled with 18 wheeler trailers; knock out their game you'll definitely want to keep vour eves on. 


We've also learned that the cars you 


will be 


in the process. There'll also be a number of hidden 


P~ We can't wait to get our 
hands on these hot cars! 


•.V'-Jp-i 


A Traffic will obey traffic lights and 
stop signs, but that doesn't mean you'll 
need to. 


assess 


Tou can see build* 
ings way off in the 
distance, but you'd 


witri running your 
opponent off the road 


.■ .'JV,-'Ji .■ i- 


ince last month’s preview, we've gotten a 
PlayStation2 version of Oni in action. While tl 




quite early, it gave a good idea of the intense gameplay and colossal environ: 

+u.-> j 




The environments look impressive, but you'll also 
be able to incorporate them into moves. 


throws, 




Randy Nelson 


The game's enemies range from 
simple guards to gigantic rrteehs 
to these armored samurai warrior¬ 
like soldiers. 


to punches to 
brutal 
t h r o w s , 


Konoko can 
change her uni¬ 
forms, depending 
on the mission * 


moves can be 
chained 
together to 
produce seam 
less combos. 


Konoko's 
weapons produc 

brilliant muzzle 
flashes and eject 




Publisher 


blast through 
closed windows 
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Publisher: Electronic Arts 
Developer: EA Canada 
Release Date: . I f 
Type: Sports/Golf 

# of Players: 1 -? ■ 

# of Discs: 1 


ou can 


you to use your own 


pretty darn sweet. Unlike the 2D digitized graphics in the PC gallery cheers to comments from your partners, 
version, EA is exploiting the powerful PS2 hardware with full One final note on the screenshots: They're made up of 
3D players and courses. You can compete as or against real actual elements running on the PS2, but they've been 
Tour pros like Tiger Woods, Justin Leonard, Brad Faxon, touched up to give a better representation of what the final 
Stewart Clink, Stuart Appleby and more. graphics will look like. The final graphics shouldn't look much 

Playable courses include Pebble Beach Golf Links, different, but we. thought we'd mention it just in case. 
SpyGlass Hill, and Poppy Hills. The DualShock2 will be fully 
supported, with a real-time analog swing function that allows — Chris Slate 


▲ This guy looks like he's playing 
in a hurricane. Honestly, that 
motion blur really makes golf seem 
too exciting. 


◄ Nice, huh? The 
water reflection, 
the trees, the sky — 
it's all good. Even 
the mini course 
map in the lower 
right looks cool. 


A The main menu shares the 
same visual style of all this 
years' EA Sports titles, as 

Tiger does his famous golf ball A Apparently Tiger can now add 
bouncing routine. Hey, wait a super-speed to his list of golf skills, 
minute... what's this — a Will there be this much motion blur 
screen with no motion blur? in the final game? 


▼ Check out this 
close-up of the 
player models. 
You can even see 
the muscle and 
bone structure 
Injderneath ■-the. 
skin. Hey, if it's in 
the game, it's in 
the game. 


; r 

("I ai 


r g j ell, we pretty much revealed all of the come this Fall. It's gonna use the same basic 
info we know about this game last game engine, but the players will probably look 

sue, so what's there left to say? As you can a little bit better and, of course, the commentary 

I! from these screenshots, this game looks and teams will be different. Also, the name will 

riply amazing. The detail on the characters is be changed to FIFA 2001 Major Leacue Soccer. 


A You've got to be care¬ 
ful with these steal 
attempts. Hit your oppo¬ 
nent rather than the ball 
and you could bo hit with 
a penalty. Do it too many 
times and you'll get 
kicked out of the game. 


Stephen Frost 
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around mine." 
"Wait a sec. The 


way. We'll hav( 
ontinue this later. 
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m-j evefoped by Exackt Entertainment, a team comprised of ex-Square staffers, Street Lethal tackles the 
seldom-explored world of concept car racing. Set on street and freeway-based courses in ten international 
locations, which include Los Angeles, London/and Paris, Street Lethal's main draw will undoubtedly be the ability for 

players to design and race their own custom concept cars. 

Of course, there'll be plenty of actual next-generation autos to drive from the get-go, including the Vision Industries 
K/2, Pagani Zonda C12-S. Activision is also promising secret cars and courses, two-player head-to-head racing, and a 
next-generation game engine that'll boast a 60fps framerate and advanced opponent Al. It'S all looking good so far, 
and we'll have more on the game next issue. 


A You'll be able to make 
through each course/ some o 
flying over your competition 


ortcuts 


Randy Nelson 


^ Activision is promising realistic/ real-time 
car damage, highly accurate racing physics/ 
and advanced opponent Al behavior. 


y detailed, 
nt mapping 


i The cars promise to be 

with some of the nicest envn 

■ 

reflections yet. 


, ■ . 


-4 The racing action will take place in five countries: 
Germany, France, Italy, the United Kingdom, and the 
United States. 


Publisher: Activist on 


concept cars to drive, plus a full car editor to design 


There'll be 12 lit 
your own custom 


Ki- m 


— or this latest Nascar, EA threw away the past game engines {PS and PC) and built a brand 
new one from the ground up. Everything has been improved upon, from the graphics and car 
physics to the commentary and computer A.I. This will be, in every sense of the word, a true 
next-generation racing game. 

Along with these vast improvements, Nascar 2001 will also feature thirty three selectable: drivers 
and cars, each faithfully recreated down to the smallest detail. If a driver, in real life, tends to dive low 
into the corners, the game will have that. If a car has a Texaco ad on its back bumper, it will have that 
same ad in the game. Now that's realistic. 

There are going to be 18+ tracks to race on, including the coveted Daytona raceway, as well as var¬ 
ious fantasy-based road courses. And as far as game modes go, you can expect most of the ones in 
last year's game to return, along with a more in-depth Career modei 
all this going for it, this could be the best Nascar game yet. 


A. $moke trails, along with sun reflections and brake sparks, will 
be common effects that you will see all the rime. If there's one thing 
the P52 can do, it's special effects. 


Stephen Frost 


► The tracks will range from your standard 
ovals to the very recognizable road cours* 
es. And, yes, even the famous Daytona 
raceway will be selectable... finally. 


Publisher: Electronic Arts 


A Thanks to the much-improved intelligence of All the cars will be modeled exactly like 
the computer-controlled drivers, races wilt be a lot real-life counterparts. Even the ads on the 
more challenging and strenuous. There will bumpers will look perfect. As we've said b< 
always be someone on your back. it's all in the little details. 


Available 


Racin 
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Each vehicle has highly* 
realistic handling and 
suspension that reacts 
accordingly to the uneven 
terrain you’ll encounter. 


■ 


: 




Publisher: Bocks :ar 


Release Date: ! 

Type: Racing/Action 

# of Players: 1-2 


)u advance 
through 
the ranks. 


►. Those mountains you 
see in the distance can be 
driven to and there are 
lots of buildings and geo* 
graphic features to utilize 
in-between. 


iehard hoops fans are already counting the days until the ( 
new season. To help ease the pain, EA Sports has V 
released the first screens from the PlayStation2 version of NBA 
Live 2001, due out this Fall. * ^ 

The game is at a very early stage, and the final product should Duncan 
look even better. New moves have been added, such as a drop step, screen? K and 
baby hook, up-and-under moves, turn-arounds and fade-aways. out 
Also, all of the real NBA coaches are included, and in new transition §|hj| 'game \ 
sequences we'll see them argue calls, encourage players and more. ° smo ° 

New commentary has also been added that sounds much more nat- 
ural and relevant than before. 

You can unlock classic championship teams, Create-a-Player features, player 
bonuses, and more by completing numerous gameplay challenges (winning by ten 
points, getting-a triple double, hitting three consecutive treys, etc.}. Rounding out 
the game's long list of features is a new hip-hop/rap soundtrack, and a more detailed 
Create-a-Player mode. - 

The screens are early, but look promising. Next month we hope to have more images, 
plus extra info on aspects such as possible analoa DualShock2 functions. Stav tuned! 


▲ The inside game Has received a A The stadiums look nice, and the 
major tune-up — battling for position fans will even hold signs and stand 
down low wijl be an important part up to cheer for exciting plays! What 

• more could a fan ask fori* 


looks 


of the gameplay, 


- Publisher: Electronic A s 

Developer: £A;:C . 
Available: 

Type : Sports/Basket 

# of Players: 1 ? TTTf 

i i i ii -» i i " ■. . w imjM.w. .' 

it of Discs: 1 


A Just like the PS2 Madden , the NBA players have a very high polygo 


count, with cyber-scan ned faces for ultra realism 
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every iota of the gamepiay before ASB 2002 gets released 
ing anc looking even remotely as good as Square's baseba 
tainly much to get excited about. Batter up! 


n long with Electronic Arts, Acclaim is another company 
that is putting a lot of its hopes on the PS2. Six titles have 
already been announced, and we're sure that plenty more are in 
the works. ASB 2002 was actually one of the first games to be 
revealed, but it was only recently that Acclaim released informa¬ 
tion about it. Much of the basic gamepiay mechanics will T|j 
remain the same, but this PS2 sequel will feature extra touch- J| 
es, like three — rather than two — announcers, six modes 
of play and dramatically enhanced graphics. Obviously, 
there will be other enhancements as well. 

Unfortunately, there aren't any screenshots available 
that show the actual players on the field; but we thought j 
it would still be a good idea to give you baseball fans a | 
glimpse of what the game will look like. Already; every¬ 
thing looks quite impressive. Yet, Acclaim still has 
almost a year left to enhance the graphics and tweak 


■ There 
are more 
polygons 
used in this I J 
player's head 

than were used to create the 
entire stadium on the N64 
version of All Star Baseball. 
That's a lot of polygons. 


Even the crowds look good! While y< 
probably never actually see these I 
close up, it's nice to know that Acclaii 
Check out this umpire's putting in the extra effort to make ev 
view of the stadium, thing look great. 

Baseball games will take 
place during all times of the 
day, including daytime, dusk 
and night. Watch out for 
those Vampires during the 
night games, ft 


Publishe r: Acclaim Y ■ 

Peveloper: Acclaim Studios Austin 
Available: April 2001 V a 

Type: Baseball - '■ w; vU Uy 

# of Players: 1-2 ■ V 

# of Discs: 1 


■v- 








mum eve run a lot of Ever grace screenshots in past 
issues, but ail of them have focused on the same 
character, Yuterald. As most of you wit! remember, he's the 
gifted swordsman from the town of Stolta. There's also 
another main character in the game and her name is 
Sharamy. Less is known about her, but we do know that 
she's quite young and not a trained warrior. Despite this, she 
does carry bow and arrows as her main form of defense. 
Sharamy also starts out the game in an entirely different 
location than Yuterald and will come across a different set of 
characters and locations during her journey. 

Now, Evergrace may seem like any other serious RPG, 
but nothing could be further from the truth. It actually man¬ 
ages to have a pretty good sense of humor. A lot of the 
events that happen are jus- plain funny. In fact, there are key 
gamepiay elements that will give you a chuckle or two, one 
of which is the "Dress-Up System". When you defeat cer¬ 


tain . enemies, they will ® 

drop various types of cloth- " ■ 

ing. Some may drop boots, when you first 
while others will leave behind of your character, 

hats or pants. Now here is 

m 

where the craziness kicks in. the combat will have to fc 

\/ > \ , i hand-to-hand. 

You re supposea to pick up 
these articles of clothing and 
wear them in a fashionable manner. Then, when you com 
across an appraiser, they will look at what you're wearin 
and then give you a ranking based on how "in style" yoi 
character is. The higher the score, the cheaper items an 
weapons will cost you. And this is just the beginning 
Evergrace probably hides even more outrageous feature 
that we haven't even figured out yet. We'll let you know c 
soon as we discover anything new. 




A Thanks to her bow, Sharamy can attack 
from an extremely long distance. Yuterald 
is the exact opposite and can only attack 
nearby opponents with his sword. 


A Most of the game's story segments 
including this intro cinema, are 
done with in-game graphics. There 
isn't really any FMV in this game 
to speak of, except for the 
intro movie. 


1 

I . 


-4 This is the inventory screen where you equip c 
ferent clothing or weapons. You can also look at a 
use the different items you have from this screen. 

; • • ■ ' V :L :'.v: 


■ r 1 . ,iy.! 




■'■■rr ■■■ as.. 


► When you consider that this 
game was originally supposed to 
be a PlayStation title, it's surprising 
how nice some of the environments 
look. The grass and leaves even 
sway in the wind. 


Publisher: AGETEG 
Develop 
Available: Fall 
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fhe mosr honesr, dependable, unbiased 
playsrarian reviews on rhe planer—period 


EE 


Yes, the PlayStation is incredible — but that 
doesn't mean all of its games are going to 
knock your socks off. Our reviews give you 
the total breakdown on all the latest titles, so 
you know when to buy and when to cry. 





Countdown Vampires. 

. ninmlttser— 

a I | 



' ;;; j 



Gekido .... 


* i i i I I 4 1 I I 


, y ;S. 


- . 


session . - , . - . a , 

Kurt Warner Arena Football 





Reel Fishing II 

Spec Ops: Stealth Patrol . 

v.'-• , -*•* ; ■ 

..: :■>>..:TT: 



y.y,.; 


Strider 1&2.... 

Test Drive Le Mans. 



Wild Arms 2: Second Ignition.pg 


. : ••• • . 

•. . • . • , • . : 


. . .. 
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The •P5IY1 Rating Scale 

h e here at PSM want you to know that we take 
; our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional "five-star" ratings scale. If we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it up! 


UJaat the RATINGS MEANS 



A PlayStation classic that no fan should be without 
A can t-miss game, no matter who you are! 



A really well-done game. If you're a fan of the genre, 
you should definitely check this one out 


A pretty good game. It has its share of rough spots, 
but it has some redeeming qualities, as well. 



Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother. 


\ 



Don't even make eye-contact with this on 
it's not worth one second of your time. 


•SLEEKING IT ALL DOWN, PSM STYLE 



G A 


The characters really look great! 

The music is just standard stuff, but the 

ENVIRONMENTAL SOUNDS REALLY ADD A LOT 


LY jlST WEEK 

SUM 

T IT TAKES H 


MARY 


This is the 
Game 

Summary. IPs 
kind of like 
"Cliff's 
Notes" for 
all you lazy 
types who 
won't read 
the whole 
review. 


GAME IS 

Whatd 


HOURS TD FIGURE OUT THE CONTROLS—THIS 
rao HARD TD GET INTO 

IES THE BEAR HAVE TD 00 WITH ANYTHING? 



These are the categories that we think are most 
important when rating a game. Each is rated on 
a scale from 1 to 5. 


With our Replay Chart, you can see the potential lifespan of a game at 
a glance! Some games are great fun at first, but quickly wear thin. 
Others are tough to get into, but really take off if you stick with 'em. A 
5 means that you will be playing it non-stop, while a 1 means its prac¬ 
tically in the closet. 





hese are our ratings for 
some of the games released 
over the past several months. 
Check 'em out for any titles you 
may have missed! 

Ace Combat 3: 

Electrosphere OGOOG 
Alundra 2 0001/2 
Armored Core: Arena 0001/2 
Army Men: Sarge's Heroes O 
Boombots OOO 
Chocobo's Dungeon 2 000 
Colin McRae Rally 00001/2 
Colony Wars: Red Sun 00001/2 
Crusaders Of Might And Magic O 
Deception III: Delusion 0001/2 
Die Hard Trilogy 2 0001/2 
Dukes Of Hazzard 00 
Eagle One: Harrier Attack 0001/2 
ECW Hardcore Revolution OO 


Family Game Pack 001/2 
Fear Effect 00001/2 
Fighting Force 2 001/2 
Front Mission 3 0001/2 
Galerians 0000 
Gauntlet Legends 0001/2 
Gran Turismo 2 00001/2 
Hot Shots 2 0001/2 
Hydro Thunder 0001/2 
Jackie Chan Stuntmaster OOO 
Jojo's Bizarre Adventure 0001/2 
K-1 Grand Prix OOO 
Marvel Vs. Capcom 0001/2 
MediEvil II OOO 
Micro Maniacs GOO© 
Misadventures Of Tron Bonne 
MLB 2001 OOOO 
Mobil 1 Championship 0000 
Mr. Driller 0001/2 
NASCAR Rumble OOOO 
NBA Shootout 2000 0001/2 
NFS: Porsche Unleashed OOO 
NHL 2000 OOOO 
NHL Rock The Rink 0001/2 
Pong OOOO 


Q*bert 001/2 
Railroad Tycoon II OOO 
Road Rash 2: Jailbreak 001/2 
Rollcage Stage II 00001/2 
Runabout 2 OO 
SaGa Frontier II 0001/2 
Shadow Tower 001/2 
Silent Bomber OOOO 
Silhouette Mirage OOO 
Sosa's High Heat Baseball OO 
Speed Punks 0001/2 
Star Wars: Jedi Power Battles OO 
Street Fighter EX2 Plus OOO 
Street Sk8er 2 OOOO 
Superbike 2000 001/2 
Syphon Filter 2 OOOO 
Tomba! 2 OOOO 
Twisted Metal 4 001/2 
Vigilante 8: 2nd Offense OOOO 
Vagrant Story OOOO 
Vanark OO 
V-Rally 2 0001/2 
Worms Armageddon 00001/2 
WWF Smackdown OOOO 
X-Files 00 








































































































































































July £□□□ 
■httf! / /ujujuy.D-RILY-R-HD-nH.cDm 




Bandai 


Free Cloud 


Adventure 


TYPE OF CAME 


< The Al is so bad that the evil 
dead will not even climb stairs 
after you. They'll |ust plain 
ignore you. 


THIS GAME SUCKS THE LIFE GUT OF FUN 



hey say that imitation is the sincerest form of flattery. The only problem is 
that the imitation is almost never as good as the original. Sadly, that holds 
true for Countdown Vampires. The game is a Resident Evil clone that should have 
never seen the light of day. 

Like any good survival horror game, Countdown Vampires begins with an 
excellent opening cinema. The player is shown, in complete bloody detail, a 
vampire attack. Thus the stage is set and the game begins. This is also the point 
at which everything goes completely downhill. 

Lack of player control is the biggest problem with the game. The control scheme 
is a very unintuitive and the character responsiveness is jerky at best. Pressing 
forward will cause your character to walk forward relative to the character, and not 
relative to the screen. In theory, this woufd work if the viewing angle didn't change 
from screen to screen. Another annoying quirk is your lack of ability to climb stairs 


without prompting. You cannot simply walk up or down a staircase. You have to walk 
up to the stairs and then hit the action button. Lame. 

Other problems include absolutely horrid voice acting and a script that reads as 
though it was written by a grade-school student. This game makes the original 
Resident Evil sound like a literary masterpiece. If you aren't groaning because of the 
poor gameplay, you'll be groaning at the poor dialogue. Even the Al routines in this 
game are sad. If you need to escape from a vampire, climb a set of stairs. They 
won't have a clue as to where you've gone. We can only assume that once a per¬ 
son is turned into a vampire, they lose all brain capacity. 

The only positive aspect to the game is the length. It is two CDs long and it will 
take some time to play through — if you can keep from throwing it down in disgust. 
Even though the survival horror genre is a bit sparse right now, you should avoid 
Countdown Vampires like the piague. Trust us, this game sucks more than any game 
has ever sucked before. Pun intended. 
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Konaririi 


his kicks by experimenting on the game's main character, Herbert Wallace. Despite 
being slowly driven mad by the pain and his captivity, Herbert manages to escape 
and now must fight his way through the city of Paris. 

Considering that it's a game that requires the player to get into a lot of brawls, 
Nightmare Creatures II doesn't really have a good combat system. In fact, we've 
seen hockey games that have better fighting engines. And, since Herbert and his 


espite the awkward and unresponsive controls found 
in the first Nightmare Creatures , we ended up playing 
it a lot. Thinking back, we can only assume that it was the 
game's suspenseful atmosphere and interesting cast of mon¬ 
sters that kept us interested. With that in mind, we were expect¬ 
ing the same sort of thing out of the sequel. And that's pretty 
much what we got. 

As the story goes, Nightmare Creatures II takes place about 
ten years after the first game. Adam Crowley once again 
" resurfaces as the evil villain, having been kept alive by some 
dark magic. Over the past few years, Adam has been getting 


4 Herbert Wallace breaks out 
of the asylum, bent on 
revenge! Sweet revenge! 


enemies aren't that well animated, fights look more like giant spaz sessions rather 
than actual fights. You know you hit the enemy because some blood flew off. Also, 
some of the many creatures you face do have certain patterns that can be learned, 
but a majority of them just appear to attack you randomly. Throw in the fact that 
Herbert doesn't actually respond that well to your controls and you can see how the 
fighting can get a bit frustrating. 

The one main charm of A/C//, as it was in the first game, is the atmosphere. In 
fact, in some ways, this game is a lot creepier. Kaiisto really outdid itself in coming 
up with creature designs that are both original and utterly disturbing. You'll want to 
keep progressing through the dark city just to see what's behind the next corner. 
Actually, that's probably the only reason why you would want to keep playing. 

So, just like in the first Nightmare Creatures , if you think you can put up with the 
combat and the generic "find the key and unlock the door" puzzles, then you'll prob¬ 
ably enjoy this game at least for a while. Just don't go in expecting too much and 
you may be pleasantly surprised. However, for the most part, there just isn't enough 
gameplay or innovation here to interest most people. 
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4 The "Force" system is back! 
Every turn will power up your 
gauge, allowing you to per¬ 
form some spectacular attacks. 


Wild ARMs: 1.1 'll... 


ill 


You'll have to search the landscape in order to get 
towns and dungeons to appear on the map. 





D FDR FAN 


a landscapes are polygonal, but the characters 
remain good ol' sprites, which is good, compared 
to the polygonal models in the game. 


A Bosses now have different areas that you 
can attack for maximum experience points 
and money. 



► Sadly for Ashley, Rimka and Brad, a 
ARMs 2 is is clumsy and often nonsensical. 


ay back in the early days of PlayStation, a modest RPG crept onto shelves 
called Wild Arms. Overshadowed by Square's encroaching Final Fantasy 
VII, Wild Arms still managed to grab quite its share of success in sales. Now, after 
three years since its U.S, debut, Sony has seen fit to revisit the land of Filgaia for 
Wild AH MS: 2nd Ignition. But don't let the "2" in the title f oof you... this isn't a huge 
leap forward for the series. 

Fans of the original will fondly remember how Wild Arms was one of the first 
RPGs to blend sprite-based graphics (during exploration, etc.) with polygonal mod¬ 
els (during battle). The end result may have had little in comparison to FFW/in terms 
of graphics, but it still managed to engross players with a simple, engrossing story 
of three wanderers setting out to (yet, again) conquer evil. Wild ARMs 2 is very 
much the same beast, right down to the number of characters, their abilities and the 
graphics of the game, itself. For those that still remember the battle system, you 
won't need to do any particular brushing up on your skills; and oddly enough, many 
of the spells and inventory systems remain similar, as well. 

As Ashley, a young soldier, you are quickly thrown into a warped political plot 
that forces you to take up company with two other fighters and save the world: 
Riruka, a fledgling mage, and Brad, a tough-minded military leader. The characters 
manage to be rather endearing despite the also-ran story, but it's ultimately the dia¬ 
logue that gets in the way of the game's charm. 

With clumsy, often nonsensical, translations bordering on annoying in the 
game's near unreadable font, you'll find yourself skipping most of the 
text in order to get back to the actual gameplay-which is where 
Wild Arms 2 remains surprisingly fresh. Similar to the original, 
each character has his or her own set 
of abilities that can be used to solve 
countless puzzles. This fea¬ 
ture keeps gameplay 
fresh and challenging 
when you're stuck dun¬ 
geon-crawling. And 
the various options, 
like upgrading your 
ARM, creating spells, or 
opting out of certain battles 
(via the newly implemented 
'T feature on the overhead 
map) also serve to keep 
you playing diligently 
through to the last fight. 

While the graph¬ 
ics are certainly 



Rimka's special talent is for hurling fireballs from her wand. 


nothing to write home about and many of the conventions within Wild ARMs 2 
seem merely "cut 'n' pasted" from the original, fans will no doubt enjoy revisiting 
Filgaia. Anyone else should approach with caution. 



1ST WEEK 2ND WEEK 1ST MONTH 2ND MONTH 
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Action 


espite having been released in 1989, the original Strider remains one of the 
very best action games ever released — and it still holds up well on 
PlayStation. Retro gaming buffs will be happy to hear that the conversion is com¬ 
pletely faithful to the original, with every sight and sound recreated perfectly 
(although with some brief loading between levels}. In a nutshell, if you've ever 
played this game at your local arcade, this version won't disappoint. 

Flash-forwarding to the late nineties, Strider 2 presents an experience that's like 
a modern day remake of an old move in a lot of ways. All of the basic play mechan¬ 
ics are there, as are some familiar sights, sounds, and characters, but it's very obvi¬ 
ous that the game's designers wanted to put their own unique spin on things. 

Where the original game relied heavily on precision jumping and varying your 
strategies against different types of enemies, Strider 2 focuses first and foremost 


◄ Strider 2 is a short, but fun 
hack-rvslash romp. It’s the orig¬ 
inal Strider, though, that really 
mokes this pack shine. 


on slashing through bad guys like mad, with little emphasis on using your noggin. 
Granted, it's still an exciting experience, but the shift in gameplay makes for one that 
offers little to no challenge ™ just lots of button mashing. Add to this the facts that 
the levels can be rushed through rather quickly, the bosses are easily dispatched, 
and you've got unlimited continues, which results in an especially short adventure. 

All told, it's the original Strider that really shines in this collection, although its 
sequel is still a fun (albeit short-lived) experience. If you're a hardcore gamer, 
Strider 1&2 is definitely a sound purchase, if you re a student of 32-bit gaming, 
however, consider yourself warned — you might find the gameplay too "old 
school" for your tastes. 
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Kurt Warners Arena Fentball 
Unleashed 


FULL OF SOUND AND FURY.. SIGNIFYING NOTHING 


DU 


hat do you get if you take the NFL Blitz engine, slap on the veneer of the 

_ Arena Football League, and then plaster Kurt Warner's name all over the 

title? Well, one correct answer is Kurt Warner's Arena Football Unleashed. The other 
correct answer would be "Shoot me before I have to play this thing again!". 

KWAFU (which sounds a lot like SNAFU) has quite a few things wrong with it, 
so let's get started, To begin with, the game feels claustrophobic. There's just too 
many large people crammed onto the small playing field. Midway should have 
reduced the size of the teams like they did in Blitz. 

The graphics are grainy and blocky: the players resemble robots and the audi¬ 
ence looks like so many ice cubes in a freezer tray. There are problems with the ani¬ 
mation also. On many plays, linemen clump together in huge, twitching masses 
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Player movement is erratic and confusing 
Incredibly long load times 
Annoying fact screens clutter playing time 


The announcer should be shot by the Cliche 
Police 

t BDs-style heavy metal guitar is annoying 


J 
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Midway 




■4 On many plays, offensive 
and defensive linemen tend to 
clump together, like soggy pan¬ 
cakes in molasses. 


which accomplish nothing in the way of blocking or rushing. On other occasions, 
two defensive backs would face each other and start jitter-bugging. And you thought 
football players couldn't dance... 

The controls are fairly simple to remember, but are more suited to the stand-up 
arcade machine button layout than the PlayStation controller. Another controller 
problem was that most of the vibration effects occur long after the play is over, while 
the characters are beating each other up. 

And as if that wasn't enough, the announcer screams tough guy cliches to the 
wail of a heavy metal guitar throughout the whole game. Ouch! 

To be honest, KWAFU does have some nice points. There is a play editor that 
enables you to design your own plays, although that process is a bit complicated. 
There are also movies of real AFL action you can check out, as well as mini-videos 
of real AFL cheerleaders. 

If you like football games with lots of "attitude" and gratuitous violence, then 
KWAFU is for you. Otherwise, you'd be better off with Madden or Gameday. 
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395 Hudson Street, New York, NY 10014 

1-800-610-2614 








'Available on orders of $30 or more and valid through July 31,2000. Limited to one per customer. Gamedeaier accepts Visa, Mastercard, American Express, Discover and Flooz. 

©2000 UGO Networks, Inc. All rights reserved. GameDealer, UGO and LlnderGroundOnline are trademarks and service marks of UGO Networks. ©1999 ASCII Corp./YUKE’S, 
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of Eidos Interactive, Inc. Eidos, Eidos Interactive, Eidos Interactive logo and Tomb Raider logo are registered trademarks of Eidos interative, Inc. Lara Croft, Core and the Core 
logo are registered trademarks of Core Design, Ltd. Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, Ltd. 

The rating icon is a trademark of the Interactive Digital Software Association. Ail other trademarks are the property of their respective owners. All rights reserved. 
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Sword of the Berserk: 
Guts’ Rage™ 


Tomb Raider: 

The Last Revelation™ 
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DEVELOPER 
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TYPE OF GAME 


a Test Drive Le Mans has some good-looking car models, but the courses themselves are rather bland 


■*» You've got to make decisions 
quickly while making a pit 
stop. Thankfully, the game 
displays the position of your 
nearest competitors. 


earing no similarity to its sports car-based Test Drive lineage beyond its title, 
Test Drive Le Mans attempts to combine arcade-style racing with the sim¬ 
ulation-heavy premise of what is quite possibly the most grueling motorsport on 
Earth, the 24 Heures du Mans. The unfortunate result is a game that is unlikely to 
really impress fans from either camp. 

In the plus column, the game delivers a solid sense of speed with negligible pop¬ 
up, presenting some truly excellent time of day and weather effects as you race 
through afternoon, evening, night, and morning. There's also a good amount of 
strategy involved in pitting your vehicle at the proper time (especially crucial during 
the 24 hour Le Mans race itself) to refuel, replace oil, and change tires. 

These pluses, however, are significantly outnumbered when you consider the 

_ _ game's downsides. First, there's 

the fact that the basic premise of 
the 24 Heures du Mans (racing 
the same 8.45 mile course for 12 
minutes, 24 minutes, or if you're 
insane enough, an actual 24 hour 
period}, can be woefully boring if 
you're not an actual Le Mans dri¬ 
ver or the sport's most devout 
fans. There are other courses to 
tackle in the arcade and simula¬ 
tion modes, but they're ail largely 
similar and boast the same sort of 
lackluster, pixelated environments 
and roadside objects. 

When it comes to actu¬ 
ally driving the cars, the game is 
easy enough to grasp, but, if anything, the control is actually too arcade-style for 
what is supposed to be a simulation of a very trying ^ 
road race in very fast cars. Furthermore, the high .. 

level of competition you'd expect to ^ 
receive from your Al opponents in ft -1SS&M 

such lengthy races has _ A 

been reduced to wKM 

cars randomly p | W 

nudging you off ,mi 


A There are lots of cars to choose from in the GT2, 
GTI, and Prototype classes — it’s too bad they 
don't handle more realistically, given the simula¬ 
tion-heavy premise of the game. 


a Some cool lighting effects are employed as 
day turns from dusk to night. Negotiating the 
many challenging curves becomes quite a bit 
trickier in the dark. 


the track or rushing past you inexplicably with no prior indication that they'd 
been slip-streaming. 

All told, Test Drive Le Mans attempt to mix two very divergent systems of rac¬ 
ing ends up not doing either one very well; it's not horrible, but it's average at best. 
This game might be worth a look for serious Le Mans buffs, but most racing fans 
will want to steer clear. 


A The game's two-player modes can only be played from 
a first-person perspective, but the racing remains nice 
and smooth. 
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4 The Team 
Marcos car is just 
tjy one of the many 
extremely fast cars 
available in Test Drive Le 


Mans 
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with hisi ight sword\ Strider blazes through 

the darkness to battle the evil 
dictator ; Grandmaster . 
Featuring 2 discs of gritty action adventure, 
this highly anticipated sequel also includes an 
^ incredible bonus... the complete, 

|||ih|[^^. original Strider adventure. 




Animated Violence 
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Reel Fishing II 

DR. HOW I LEARNED TD SMELL LIKE BASS 



e thought the clays of FMV point and click games were over, but judging 
by what we found in Reel Fishing II, we were wrong. Ngtsume's new 
angling sim doesn't actually included fully polygonal fishing holes (the PlayStation 
has plenty of polygon pushing power to do this), but instead, this title forces 
players cast their fishing lines into beautiful, but ultimately boring, flat pictures 
of fishing areas. 

Yeah, you heard it right. Reel Fishing II is like sitting in front of a billboard and cast¬ 
ing a lure into different sections of the picture. Eventually we learned the proper 
places to cast our lines, but mastering this was more a matter of trial and error rather 
than learning real fishing techniques. 

The game isn't all point and click, however, but even the polygonal portion of the 
game that takes place underwater is far from exciting. Because the world above the 


’>■ . 




V, 






< Hey, wait just a dam minute! 
This is one of Unde Mortimer's 
vacation slides! 


water is 2D and the world underneath is 3D, it ! s almost impossible to determine 
where the lure ends up after its been cast. Also, the underwater portion of this 
game is far less appealing visually than the underwater portion of the original Reel 
Fishing, it's a shame when a sequel falls below the standard set by the original. 

If the only problems with this game were its graphics, it still could be worth rec¬ 
ommendation. However, the gameplay is sloppy, and like the original, Reel Fishing 
II feels nothing like Reel Fishing. Even though a much-needed tutorial has been 
added, it still doesn't make the game playable enough to be fun. 

The average fisherman may be daring enough to try this game, but everyone 
else should steer clear. Other fishing games (namely Sega Bass Fishing} have 
proven that fishing can be fun. Don't let this game spoil that notion for you. 
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► Michelle looks sweet, but she's one tough cookie! 


once and your trusty PlayStation will begin to chug, The music is 
pounding and appropriate, really giving an impetus to go ballistic on a 
few chumps. However, we have to admit that some of the tracks are 
- pretty bad, sounding like a bad radio station. 
f Another plus, Gekido has a wonderful combo system that 

slowly introduces players to new moves as the adventure mode pro- 
| gresses. Each combo is based on the one before it, making the learn- 
vi ing curve incredibly easy. Before you know it, you'll be throwing 
0 around Tekkert like six or seven button combos without a thought. 
m The sad part is that you often find yourself just pounding the but- 
■ tons, because the game doesn't require much brain power. 

W If you need a place to practice these moves, Gekido also 

' includes a great separate fighting game akin to Wu-Tang: Shaolin 
Style. Using any of the characters, up to four people can go head to 
head with bats, guns, dynamite and their killer combos. While not as 
L deep as Wu-Tang, this is a wonderful addition to the package, great- 
y ly increasing replay value. 


TYPE OF SAME 


The odds are three to one... 
that sounds just about right to 
Travis. Bring it!!! 


h, the beat 'em up. By far the most neglected 
genre on the PlayStation, we've been waiting 
for a great Double Dragon- style, butt-kicking, 
side scrolling adventure since the system , 
came out, but excepting a small nod to 
Fighting Force, so far we've been disappoint- 1K| 
ed. Weil, no longer will we have to yearn for UJ| 
the long-gone days of Bad Dudes and Streets 
of Rage. Gekido is here and it's a paramount example 
of everything that's great about mindless action 
games. Of course, its sometimes a good example of 
what's not so great about them, too. 

Gekido sports the best graphics engine ever used 
for a game of its type. Huge characters move fluidly 
through nicely detailed backgrounds and kick the 
crap out of everyone in sight. Unfortunately, as is so 
often the case, too many goons on the screen at 




■4 Travis 
likes nothing 
better than a 
\ good, dirty 
\ street fight! 


Fighting 
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much, in fact, that it's sometimes difficult to tell the two titles apart. It's only when 
you take the time to look under the surface of both games that you begin to notice 
the apparent differences. 


If you've played Pro Skater, then you'll instantly be able to jump into this game. 
The controls are almost exactly the same, aside from a few minor changes, and the 
tricks are executed in the same basic manner. However, the tricks in Grind Session 
don't flow together as well as those in Pro Skater. It takes a lot more effort and tim¬ 
ing to pull off those long combinations. Also, there aren't as many tricks to choose 
from, which is a bummer. After all the standard tricks we've seen in past skate¬ 
boarding titles, we would have liked to see some new ones, too. 

As far as level designs go, Grind Session isn't as fantastic as some of the other 
titles out there either, but there is a good mix of courses to select from. Ranging 
from more traditional skateparks to locales based on real-life locations, you'll pretty 
much find something to grab your interest. They just aren't as big as those found in 


Street Sk8er 2 or as well laid out as those in Pro Skater. Overall, the levels are also 
a little bit more challenging to skate through than what's been seen before. Expert 
gamers should appreciate that. 

What Grind Session does best is provide a large variety of challenges in |ach 
skating area. More so than in Pro Skater, you'll have to complete several tasks 
before you can claim mastery over each level. For example, in the first level, you're 
asked to pull off 10,000 points worth of tricks, smash 10 boomboxes, perform cer¬ 
tain tricks in specific situations and earn what are called respect points. As you com¬ 
plete each of these tasks, you'll unlock new boards, levels, skaters and/or moves. 
And that's really what this game is about: challenges. 

So, if you're the sort of gamer that just likes to skate around trying to pull of the 
most complicated tricks, then you'll probably want to wait until Pro Skater 2 is 
released. It will have a far greater number of trick combinations available. However, 
if you're more interested in building up your skill level by successfully completing 
specific tasks, then Grind Session is right up your alley. 
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Spec Dps: Stealth Patrol 

LOCK AND LOAD 


■R 


| angers are a different breed of soldier: trained to fight from the land, sea, 

_P or air. While there may be some inter-service rivalry with the SEALS as to 

who's the toughest in a fight, one thing is for certain. You're gonna have to be one 
tough gamer to kick some Commie ass in this game. 

Spec Ops features five different missions in different parts of the world, includ¬ 
ing one "nostalgia" mission in Viet Nam, complete with '60's lingo, like "Let's rock 
and roll!" for the more modern "Fire 'em up!Even with three difficulty levels, you 
won't find any cakewalk here. Enemy Al is tough, coming at you from all different 
angles when you least expect it. 

The control scheme is certainly well laid out, although it will take some time to 
learn to use it effectively. Players can switch from three different postures on the fly, 




as well as give orders to the second Ranger in your team. There's also a first person 
view for those who like their combat up close and personal. 

The graphics are good, if a bit boxy at times, with little pop-up or draw-in. The 
sound is exceptional. All of the weapons sound just like they're supposed to. If there 
is a downside, it would nave to be the way the Rangers grunt like pigs when you're 
selecting them for the team. Get real... these are the best and brightest, guys! 

The option to chose which two of five different mission specialists go on a par¬ 
ticular mission is very cool; why send a sniper to blow up a bunker? 

There are a few things that could have been done differently. The loading times 
are a bit long, but that probably couldn't be helped. The main problem is being able 
to spot the enemy a bit sooner. Even with the night vision scope on, it was hard to 
spot the enemy until they had you pinned down. A minor point, but irritating. 

If you're looking for a good, tough combat sim, get on down to the store and 
enlist with Spec Ops: Stealth Patrol. Booyeahi 
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Sugar & Rockets 


*| he Knights of Apocalypse are a terrorist group that have taken over the Blue 
J Harvest, a high-tech train that the French Ambassador and his family are 
traveling on. Led by a madman named Boris and armed with a nuclear bomb, the 
Knights have demanded $20 billion and safe passage to France in return for the lives 
of these political passengers. As Jack Morton, your mission, should you choose to 
accept it, is to eliminate as many terrorists as possible, rescue the ambassador and 
his family, and diffuse the bomb. Then, and only then, can U.N. forces come in and 
retake the train. 

While it shares a lot of the same gameplay mechanics as Resident Evil and 
Syphon Filter, Covert Ops has two main problems that bring it down: the in-game 
camera and the targeting system. 

Often, it seems that the camera was 
designed to work against you rather 
than for you. Sure, it's nice to be able 
to hit the Triangle button and look 
freely around a room. However, since 
you can't shoot from this mode, it 
doesn't really help out during battles. 

Also, there are many moments when 
the camera angle is far from useful. A 
terrorist will be shooting at you from 
somewhere, but you can't maneuver 
the camera around to see where they 
are. So, as you're running around try¬ 
ing to get a usable camera angle, _ 

you're getting shot. 

Speaking of getting shot, that's going to happen a lot unless you manage to mas¬ 
ter the game's targeting system. Whenever you're correctly aimed at a target, a 
bull's-eye appears to let you know. If you don't see one, chances are you're going 
to miss. Now here's where the problem comes in. There's no auto-targeting, so you 
have to manually aim your gun at each opponent. That wouldn't be a problem if it 
was always easy to aim, but it isn't. The game doesn't support analog movement, 
so there are many times when you just can't seem to get your target lined up. 
And while you're trying to do all this, you're, yup, getting shot at, The game should 
have just had a lock-on feature like in Syphon Filter. That would have made things 
a lot easier. 

Still, despite our complaints. Covert Ops manages to pack a lot of enjoyment in 

its two discs. We just wanted to let you know what you 

were in for. To the game's credit, 
there's a decent amount of suspense 

and tension, the 
story is above 
average and the ene¬ 
mies are, for the most 
part, well-designed. Even 
the puzzles, while far from 
original, feature just enough 


A. When being shot of by the terrorists, drop to your 
knees by hitting the crouch button. They won't be 
able to hit you for a few seconds, which gives you 
time to figure out what to do. 


► Along the 
way, you'll run into 
some folks who will 
help you out. 


4 You'll play 
the part of 
Jack Morton. 
He kinda looks 
like Segal, 
doesn't he? 


A Now, if 
this isn't straight 
out of a Steven Segal film, 
we don't know what is. 
You've got a kitchen with 
dead cooks and blood 
everywhere... and a lone 
guy against an entire 
team of terrorists. 


4 You can tell when 
you're dead-on with your 
aim, because a target will 
appear over the enemy. 
The color of the target 
shows how much damage 
you can cause with a 
single shot. 


unique elements to make them interesting. Some are even quite clever in their 
implementation. So, if you're into the survival/crisis sort of games and are sick of 
going up against zombies and dinos, then Covert Ops may be right up your alley. It 
doesn't beat Capcom at its own game, but certainly tries. 


^ Most of the ammo and first- 
aid kits that you'll need will 
be located on the bodies of 
fallen soldiers. So, be sure 
and check every corpse that 
you come along. 


a The item screen is basic, but works just fine. You 
can, at a glance, see what you have in your inven¬ 
tory and how many ammo rounds you've got left. 


A Unlike Resident Evil, 
there are quite a number 
of action-oriented chal¬ 
lenges in this game. 
What's nice about them is 
that they help to break up 
the gameplay and keep 
things fresh. 


Covert Dps: Nuclear Dawn 


WASN'T THIS A STEVEN SEGAL FILM? 
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ake no mistake about it, this was 
jJt-ILl the best E3 to date. That's a pretty 
bold statement, but when you consider all 
the great games for PlayStation, PS2, 
Dreamcast and N64, you begin to realize 
just how big this show was. 

Despite a strong showing for all con¬ 
soles, PlayStation2 clearly won the show. 
Sony's booth was unfortunately not very 
flashy, and failed to impress some showgo- 
ers as much as it should have. But when 
you spent time with the games, you really 
saw how great the PS2 is going to be. 

Speaking of those games, let's 
get this feature rolling! There's lots 
^ of amazing stuff over the next 


1 ► Metal Gear Solid 2: SOL 

The best thing we've EVER seen 


1 ► Dino Crisis 2 

It'll keep us playing PlayStation. 

2 > Driver 2 

Twice as amazing as the first one 


2 ► Dark Cloud 

Giving Zelda a run for its rupees 

3 ► Madden 2001 

NOW sports games look real. 


Tony Hawk 2 


the showfloor stayed packed 
for all three days. 


4 ► Fear Effect: Retro Helix 

Nastier and naughtier than before 

5 Alone In The Dark 


5 ► Munch's Oddysee 

Best camera system yet 


LIST CHARACTERS / GAMES 


1. T-Rex/Dino Crisis 

2. Regina/Dino Crisis 

3. Crash Bandicoot 

4. Vivi/Final Fantasy IV 

5. The Rock 

6. Paul Phoenix 

7. Lara Croft 

8. Bouncer jgp^sp 

9. Chibi WLJM 


3 n *v 




j. 








Illustration: Michael Golden 







































































































































































' IF YOU WANT US TO ' 
LAUNCH THIS SUMBITCH AT $299, 
. US A "NELL YEAH!" . 
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LIST OF CHARACTERS / GAMES 


1. Raziel/Soul Reaver 

2. Solid Snake 

3. Ai Fukami 

4. Aya Brea 

5. Rain/Fear Effect 

6. Hana/Fear Effect 

7.Blanka 
8.Spyro the Dragon 
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Dark Cloud 


ew Modified PS2: The U S. PS2 fea 


PS2 U.S. Launch Plans! 


At a press conference the day before E3, 
Sony confirmed most everyone's guesses, 
and announced a couple surprises 

IN ALLY! After months of speculation, Sony cleared the air about its 
U.S. plans for Play$tation2 at a special pre-E3 press conference. 
Confirming most everyone's best guess, the PS2 will launch with a retail 
price of $299 — the same price the original PlayStation launched at. 

The release date is October 26th. This isn't a huge shock, but it's a little 
surprising that Sony will pass over the traditional September 9th date (both 
the first PS and the Dreamcast launched on that day). This was probably 
done to give more time to the development of key titles and produce more 
PS2 units. 

The big surprise is the inclusion of an expansion bay into the U.S. PS2, 
which will house a future hard drive/networking peripheral. No word on 
when it will hit, though. Check out the box below for the rest of the details! 
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Sony's brain trust lays down the 411 on PS2. 


Here's the skinny on the major details of 
Sony's U.S. launch plans for the PS2: 


PS2 Software....pg. 50 

PS Software.pg. 54 

Time Splitters ...pg. 49 


Release Date: The PS2 hits on 
October 26th. Extra Memory Cards, 
DualShock2 controllers and Multi-Taps 
will also launch on the same day. 

Pricing: The PlayStation2 itself will 
cost $299, with an average game price 
is $49, The Memory Card, Multi-Tap 
and Dua!Shock2 will each retail for $34, 

Initial Shipment: Sony will have one 
million units ready to ship at the 
launch, with two million more units 
scheduled to ship by March 31, 2001. 


tures a new expansion bay for a future 
hard drive and network adapter. Also, it 
doesn't need a Memory Card inserted 
in the system to play DVD movies. 

Packaged With: AV and power cables 
plus one DualShock2 controller. Unlike 
in Japan though, no Memory Card. 


Online Network: Not available at 
launch, and no official start date has 
been announced. Several companies 
are developing PS2 online games for 
release next year. 


Launch Games: Expect the biggest 
initial software lineup in history, cover¬ 
ing even/ genre. Over 100 titles will be 
available by March 31, 2001, and over 
270 titles are currently in development 
worldwide by 208 developers. 
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NOTE: Some of these 
screens were taken from 
videotape, and make the 
game seem blurrier. 


Solid Snake has once again been pulled back into 

! in 


the action, when he'd rather just sit at home 

is. A few 


Alaska and play with his sled dog 
years have passed, and Snake shows it 


f;■ jV , 


I 2 TSJ here are very few 
SUV moments like this. 

One daylbefore the start of 
E3, on the Universal 
Studios lot gaming 4 
journalists from around ~ t 
the world gathered in a dark¬ 
ened screening room. We J 
knew we were in for a treat, 
that we were there to wit¬ 
ness the first showing of 1 
the sequel to the leg- L 
endary Metal Gear Solid : 

Still, we could have never L 
imagined just how amaz- , Jp 
ing this game looks. 

The only other tLfl 

,t>= 1 

event comparable is 
Nintendo's unveiling of [g* 

Super Mario 64. 

During the nearly ten- ^ ^ f 
minute reel of MGS2 
footage, everyone was in a 
amazement — people liters 
their jaws dropped, for the entire time. When 
the video was over, there was an incredible ova¬ 
tion, the likes of which we've never heard for 
ANY game before. Project Director Hideo Kojima 
and his team were there to bask in the glory. 

This is the best-looking game ever. And it's 
not just the amazing graphics, it's the moves, 
the details, the music, the story — everything is 
absolutely top-notch. So read on, and find out 
just how incredible MGS2 is for yourself. 
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A The charac- 
H ter designer 
for the last 
Metal Gear, Yoji 
Shinkawa, is 
once again lend¬ 
ing his unique 
style to the series. 
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Snake talks to Otacon over his Codec while the new 
Metal Gear Ray stomps around in the background. V 
During this scene. Snake makes the understatement ■ 1 
of the year when he says "Otacon, this is bad". 
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or the record, how much of 


Mori, our same military aavisor that 
we used for the last Metal Gear. He 
gave us lectures and actual training of 
the infiltration tactics of special forces 
j units, and also the clearing, where 
j they go through rooms to see if any- 
\ one is hiding or not. Also, we read 
books, we check videos, we go on the 
Internet, we even visited an actual 
I tanker to see what it is like, things like 
that. We study every day. We've tried 
: to incorporate what we've learned 


movie 


shown at E3 is actual gameplay, 
and how much is CGI or FMV? 
Hideo Kojima: The entire footage is 
gameplay, which I actualy played 
myself and edited for the tape. 


subtitle, "Sons of Liberty"? 

HK: Sorry, that's a secret too (laughs) 
We'll be revealing the story next year. 


PSM: How difficult is it to develop 
on the PlayStation 2 ? 

HK: it is difficult. For example, with a 
hand, now you need all five fingers, 
and you have to be able to grab things. 
So it is difficult, but st the same time, 


In person, Hideo Kojima is a very 
humble and accommodating per¬ 
son — you'd never guess that he 
was one of the world's top game 
designers. We sat down with Mr. 
Kojima at E3 to talk Metal Gear 2... 


I j There'll be a lot of different 

! PSM: How many hours of game- j weapons, like the tranquilizer. If you're 
! play do you expect the final version i a very skilled player, you can actually 
j of the game to have? r go through the entire game using only 

j HK: I don't know (laughter). \ the tranquilizer; without killing anyone. 

; That's the only new weapon that 
j PSM: Are you working with anyone j we've been talking about, but there'll 
j to get rea Wife weapons and tactical be a lot of different weapons. There'll 
S info into the game? i be weapons that exist in the real 

I HK: We worked with Mr. Motosada I world, and imaginary weapons based 


so It is very fun to develop for. When 
we run into a problem, our team 
always tries to come up with different 
ways around it — we don't give up. 


NOTE: These first few questions 
were asked by various members of 
the press during a Q&A held right a fter 
the world premier of the E3 MGS2 
video footage. For simplicity we cred¬ 
ited those questions to PSM as well. 


PSM- How much money is being 
spent developing the game? 

HK: Enough money to create a 
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A To take down these guys, you have to 
aim low and hit under their shields. 
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■jjJnSSl he new Metal Gear was created to destroy 
feS other Metal Gear prototypes sold on 
the black market. It can swim underwater, £ 
and is big enough to possibly go ram- 1 
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guys are trying to steal it from 
the Marines. 


^During *^1.1 

one scene on the MGS2 video, 
you can see "Marines" clearly 
marked on the Metal Gear's outer shell 


in MGS2? You 


How realistic are the environments 
can even shoot the leaves off plants! 






check out how g< 
Snake looks, especi 
the detail in his faa 


on high-tech stuff out in the real world 
imaginary but with a basis in reality. 


Even the subtitle, "Sons of Liberty", awhile, we now know what MGS2 will : was named after a Tyrannosaurus Rex. 
touches on that. What kind of liberty j look like on the system. We've done ; 

and freedom do we have in a society i the game system and engine, and from \ PSM: Will the radar and escape 

that is so highly digitized? { here on we have to work on the story j meter work the same as before? 

; and do a lot of brushing up. ft will prob- HK: There will still be a radar, but it will 
PSM: Will the Cardboard Box return? 1 ably be another year from now. j be a little different. 

HK: Yes, there will be many kinds of 

cardboard boxes (laughs). I PSM: How do you feel now, havihg I PSM: From the video* we can tell 

! premiered MGS2 to the world? j that Otacon and Revolver Ocelot will 
PSM: Has MG$2 been created with } HK: I was very worried. I've never J be returning — will other MGS char- 

the movie industry, and digital con- j showed game footage in the screening j acters return? Also, have the names 

vergence, in mind? room of a movie studio, but it seemed j of the new characters been decided? 

HK: Movies are one of my hobbies. I've like it was very well recieved by every- HK: Sorry, it's all a secret. The names 

seen so many movies growing up, and 5 one, so I'm verry happy. have been decided, though, 

you'll probably see that influence of 

how I've grown up in all my games. f PSM: From the video, it looks as if j PSM: During the video, wasn't that 

j the new IVIetal Gear can transform j Liquid Snake's voice that says, "It's 

PSM: How Jong has the game been } Into a type of submarine..*? been a long time" to Snake? 

in development, and how much HK: The details behind this are a secret, HK: Yes, that was Liquid's voice. We 

longer will it take to finish? : but yes, it can. The new version is ! haven't done all of the voice recording 

HK: We started with the basic experi- } called Meta! Gear Ray — the name j at this point, but we have done enough 

menting a year ago, and now that comes from "manta ray", like a ! for this video, and yes that was Liquid 

we've been working on the PS2 for stingray. Previously, Metal Gear Rex : Snake's voice that you heard. 


PSM: Is the game on CD or DVD? 

HK: Probably DVD. 


PSM: Is the game being done with 
network capabilities In mind, such 
as online multiplayer gamejalay? 

HK: Nothing right now, but we are con¬ 
sidering it, and we think there will be 
something in there. 


PSM: The previous game centered 
on the theme of your genes, , and 
how they govern your destiny. What 
is the main theme of Metal Gear 2? 

HK: We're now entering an era of digi 
tization, a digital society. We've got dig¬ 
ital money, and even genetic engineer¬ 
ing is done digitaly. This game will 
touch on that theme, like an alarm, a 
warning, on the digitization of society. 
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▼ Enemy guards are much smarter than before — now they can 
even spot you by your shadow! You'll have to watch the liahts. 
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< As Snake has a shootout around this shelf 
bottles and fruit randomly get knocked around 


Snake against EIGHT soldiers?! You can aim better in first-person mode, but you can't move from this perspective 












to survive MGS is back, 
anci he's got a new 
hand, to boot. When he 
showed up on video, 
everyone cheered. 


Vil ' 




-M Snake has many new moves. One of the coolest (and potentialy 
most useful) is how he can hang on a ledge to avoid being seen. 
You can shimmy along the side, or drop down on an unsuspecting 
guard. Plus, he looks pretty damn cool hopping over the rail. 
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PSM: Will more info be revealed at 
the Fall Tokyo Game Show? 

HK: Probably. 


soldiers, but this time Snake will face 
many more enemies at once, who will 
be directed by leaders and sub-leaders 
giving instructions depending on the 
situation and where Snake is. We're 
working on very complicated Al. 

For example, now enemies can 
see your shadow. Also, if an enemy 
finds blood on the floor, they'!! know 
something has happened and will 
trace the blood. When Snake shoots 

i.-ivM • : ,*■ \ •• j v-*. • • • ,v - - : <>*.- W f'..-*r*,'*•;*.•* r. k‘:-,• >• Xj• ■- i 

someone, they may be able to get a 
message out over their radio before 
going down, which will bring rein¬ 
forcements. Then a team will come to 
the point where they got the mes¬ 
sage, and they'll work together to 
clear the room, moving around in 
groups and pointing each other in dif¬ 
ferent directions. Also, the way they 
fight Snake really changes depending 
on which weapon he has. If you have 
a handgun pulled out they'll come at 
you, but if you switch to a machinegun 
they'll back off. 

Not only will the soldiers use these 
new strategies like working in teams, 
but Solid Snake can use new strate¬ 
gies, too. For example, if you shoot 


pipes, hot steam will come out which 
can damage an enemy. You can also 
shoot the soldiers' radio transmitters 


HK: You press a button to go into first- 
person view. You don't have to do this 
view 


if you want, you can just shoot 
in third-person. You always move 
around in third-person; only the shoot¬ 
ing can be done in first-person. The 
advantage of shooting in first-person 
is that you can aim your gun, to shoot 
the head, the arm or the foot. Where 
you hit an enemy will have different 
effects. For example, with the 


PSM* The last Metal Gear could end 
One of two different ways — will 
one of those be the "true" ending 
that leads into MGS2? 

HK: Yes 


You can also ricochet your bullets off a 


PSM: When you shoot someone, do 
the bodies disappear like before, or 

v ' T . • , y • VVvV'W-7: vj ; " ■ Vl':;- 'iV ' 

do you have to hide them? 

HK: You have to hide them. For exam¬ 
ple, you can hide bodies in a locker, or 
you yourself can hide in a locker. This 
is something we wanted to do in the 
previous game. You can even open 
and close the locker door and use it as 
a shield. That's something we can do 
in this one. 


PSM: Can you talk a little about 
some of Shake's new moves? 

HK: Snake can crawl hand-over-hand 
on ledges, and do somersaults. He 
can hang from things, and do a pull up 
to see if anyone's up above him. Or, 
he can land on an enemy and take him 


PSM: In the last game, if you 
attacked someone and then left 
them, they'd just go back to what 
they were doing. Will they be more 
sensative to that now...? 

HK: This time, when the guy gets 
back up, he will go around in a differ¬ 
ent route because he knows that 
something has happened, that he was 
attacked. Or, he may call for more 


PSM: Can you talk more specificaly 
about the enemy's artificial intelli¬ 
gence, how they can detect you? 
HK: We're using roughly one-third of 
the PS2's Emotion Engine just for 
enemy artificial intelligence. In the pre¬ 
vious Metal Gear, it. was usually Solid 


person 
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Nap Time 


One of the few new weapons 
revealed so far is Snake's 
Tranquilzer Gun. it temporarily 
knocks an enemy out cold, in 
fact, a skilled player could go 


any soldiers! Depending 
on where you hit an enemy, he'll 
pass out instantly or may have 
time to call for back up. 


A Here Snake zooms to target his enemy 
across a large room. Nobody else is 
around, just this one lonesome guard 


POW! One tranquilizer dart right to the 
head! The guard passes out immediately, 
and doesn't have time to call for back up. 


A It's nice to see that, with such super- 
realistic graphics, the game still retains its 
unique charm. "ZZZZZ, 







These character sketches were included as part of a Metal Gear Solid 2 press 
kit handed out at the unveiling. While no names were given, they are very 
intriguing. The first character looks like Snake, but isn't — could he be 
Liquid Snake or their other clone. Solidus? Let the speculation start now! 


> Revolver Ocelot is 
definitely back to 
cause more trouble. 


► Liquid 
Snake was 
thought to 
have died 
at the end 
of MGS - I 
could the 
Fox Die 
virus have 
somehow 
brought 
him back? 
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Snake facing a hew organization? 

HK: Secret! 


PSM: |t sounds like, with the 
increased enemy intelligence, the 
game will be much harder... 

HK: Yes, if you are found the game 
could be very difficult. The guard is not 


PSM: Can you give us a rough idea 
of how much time passes between 
the last game and MGS2? 

HK: A few years. 


the radio and calls for the special four- 
man team, they're really smart and 
they know how to fight. If all you have 
is a handgun, you could lose. But then 
when you have more weapons and 
you set traps, it will be easier. 


PSM: Snake looks rougher now, 

HK: There is a little mystery there. 


PSM: The music that plays during 
the MGS2 video is amazing... 

HK: This time the music is dynamic — 
it's constantly changing to fit the 
action on screen. For example, when 
Snake faces a certain situation, the 
orchestra may leave the percussion 
only. We're not switching music 
tracks, but rather making changes to 
that one track, as if the full orchestra is 
watching the player and making 
changes on the fly. 


— but that s not the main thing we re 
going for. We want to create a great 
virtual world where you can feel 
everything, where you're a part of that 
world. That's our true goal. 


PSM: Mr. Kojima, thank you very 
much for yourtirpe -*- we can't wait 
to get our hands on your game! 


PSM: Is Fox Hound involved, or is 
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3 MGS2 video we were shown, this mysterious girl 
causing a very Matrix-like "rippling" effect. 
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< Snake has a tori of pol 1 
gons just in h>s face, so he 
can express a wide 
array of emotions. This 
will undoubtably come 
in handy during the 
game's many in-game | 
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Snake has a new "dive and 
roll" move to help him duck 
behind cover. Check it out! 


s . During this scene. Snake throws something (ammo dip?) 
which makes a noise and distracts the guard's attention. 
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The guards are 
much smarter this 
time, but Snake's 
still able to outwit 
them. Just be careful 
not to piss off the 
advanced squad, 
'cause they're much 
harder to shake 
than the guards. 
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Is there at 
>ler or moi 




think so. Sure he 
sneaks around a 
lot, but when he has 
to, he can open up a 
super-sized can of 
whoop-ass. 
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Near the end of the video. Snake races out to the deck of the Tanker as 
explosoins rock it from down below. The billowing smoke effects are amazing! 












When the video first starts, 
we see Snake appearing 
on the deck of the tanker. 
He looks as if he's teleport¬ 
ing on board, or perhaps 
de-cloaking a stealth suit. 


ie Tanker is reminescent of the way Reese first appears in the original Terminator . Uh, we |ust thought we'd mention that. 
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The ultimate getaway 
game gets even better 


*l"-L k» wwi mi iMrimiw nr 


developer of Driver 2 was thinking* because this much-anticipated seq 
roads — something that the first game was suspiciously lacking. 

More important though, is the fact that Tanner (the getaway driver) v\ 
out of his car at any time, run around the city on foot, and commandeer 
continue the mission. In one example, you'll start off the mission on foe 
acter who's speeding off in a car. There's a run-down van right in front of 
you — but do you use it, or take a chance and run past it and try to . 
commandeer a faster ride? f 

There'll also be new vistas this time around, including the 
olden South American architecture of Rio de Janeiro. In fact, /51nS 
each city in the sequel is 
designed and refined by its own 
team. The graphics and physics 
themselves are also getting 
added attention to the tune of 
better detailed car models, true 

lisions. Several two-player competitive modes are also 
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& The cars will be much more 
detailed this time around, 
including real-time reflections, 
and all of them will be specif¬ 
ic to their respective cities. 
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In addition to improved physics and Al, the traffic den- You can anticipate 
sity in each city has also been upped dramatically. ments, plus the welco 


A As in the first game, doing doughnuts in the middle of 
the street isn't just encouraged — it's easy! 


re detail in the environ 
on of curved roads. 
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Disney's Dinosaur * Ubl Soft • Winter 
Disney's Donald Duck • Ubi Soft • TBA 
Eternal Blade * Mattel interactive • Summer 
Evo Rally * Sony CEE • TBA 
FI Vvorid Grand Pnx * Video System • Winte 
Ferrari Formula One • Acclaim • Tl 
Gsllerians 2 Ifrave * TBA 20C1 
Ghost Master * Empire Interactive 
Ground Control * Sierra * TBA 
ip^Sony CEA • Fail - . 


Muppet Monster Adventure • Midway • October 


Hasbro Interactive • F 
Midway • September 


NASCAR Heat 


Action Man Mission Xtreme • Hasbro Interactive • 
Fall 

Batman: Chaos in Gotham • Ubi Soft * Fall 
Billabong Pro Surfer • Mattel Interactive • Fall 


NFL Blitz 2001 


Pac-Man Adventures in Time • Hasbro Interactive 
Fall 




Buzz Lightyear of Star Command • Activision • Fall 
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Kengo: Master of Bushido • Crave • TBA 2001 
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Digimon World 2 • Bandai * November 


TJ, Lavin's Ultimate BMX 


NBA Hoopz • Midway • January 




Family Feud Second Edition • Hasbro Interactive 


V.I.R • Ubi Soft • November 


NCAA Final Four 2001 • 989 Sports • November 


WCW 2001 • EA Games • Winter 


Ford Racing • Empire Interactive * TBA 


NFL Game Day 2001 • 989 Sports • October 


September 


World War II Operation Overlord • Codemasters 
TBA 


Shadow Man: 2econd Coming • Acclaim • Faii 


Gold and Glory: The Road to El Dorado • Ubi Soft 

TBA _ _________ 

Golden Tee Golf • Infogrames * Fall life. 

Gundam Wing: The Battle Master • Bandai 
February 


Sidewinder Max * Titus • TBA 


WWF Smackdown 2: Know Your Role • THQ • TBA 


Spy Hunter • Midway • Spring 
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Jeopardy Second Edition 
September 

Kino or Fighters '99 • SNK 
Mega Man X5 • Capcom • November 


Hasbro Interactive 
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he Lost • Crave • TBA 2001 
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Aliens: Colonial Marines • Fox Interactive • TBA 


Top Gear Dare Devil 


Kemco • TBA 




Big Wave Surfing • Acclaim • TBA 
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hown behind closed doors at E3, the PS2 ver¬ 
sion of The World Is Not Enough is coming 


ed and ail the weapons are done. Ai! that's really left is 
the balancing of the gameplay and computer A.I. The 
developers also plan to do a little more tweaking to the 
Quake III engine (on which the game is based}, so that 
the framerate is as high as possible. 


▲ Every location you sow in the movie will also be in this game. Sometimes, 
the artists took liberties, but only when it would benefit the gameplay. 


the best Bond game yet. But don't take our word for 
it. Check out these new screenshots that EA 
was nice enough to send us 


. 
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Stephen Frost 
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of one of 
the main char¬ 
acters, Valentin 
Zukovsky. Notice how good 
his polygonal model is. A lot 
of time was spent on making 


During 
the non¬ 
interactive 
story segments, the 
game jumps to a third-per¬ 
son perspective. This allows 
you to see how detailed the 
characters really are. 


A Mmm... this looks like some sort of airport. Perhaps you get 
an opportunity to steal a plane and fly it to somewhere. 
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on this 


For instance, a farming family might ask that a river be 
built near their home, or a villager might need a light 
placed in his house. In one case, meeting their demands 
will reward you with the power to lift heavy boulders, 
which comes in handy later in the game. 
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Consider each of the game's towns a 
puzzle — you've got to track down the 
pieces and return them to their 
rightful places. 


A) 


E3 demo we played showed off a lush forest environ- 
ment with some awesome lighting effects, and the real¬ 
time cinematics are nearing CG quality, it terms of game¬ 
play, it's very much like Zelda 64, with an enemy !ock-on 
function and lots of secondary weapons. 

Sony's aiming to get Dark Cloud out by Thanksgiving, 
so keep those fingers crossed! 


to Dark Cloud's U.S. producer, the 
premise revolves around all of the 


game s 

towns and inhabitants of your land being spirited away 
by a sinister force — and it's your mission to return them 
to their rightful place. As you explore dungeons and 
defeat enemies, you'll uncover these missing pieces, 
which can then be reassembled in the Georama world¬ 
building mode. 

When you enter the Georama mode, you'll see a list 
of all of the pieces, such as houses, discovered for that 

town. Like a puzzle, each of these also has missing 

. 

pieces that must be returned in order to reinstate them 
to their former glory. Once their houses have been 
returned, you'll be able to place their inhabitants. The 
townspeople will give you hints, powers, and items for 
fulfilling their individual requests in rebuilding the town. 


Randy Nelson 


► The water 
effects are as 
good as ever; 
what really 
floored us was 
the amount of 
detail in the 
plants and trees 
of this eerie for¬ 
est environment. 




A This high priestess does a sultry, motion-captured 
dance during the game's intro demo, which is mimic¬ 
ked by the priests in the background. 
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► You'll be up against dozens 
of smoothly-animated, high¬ 
ly-detailed enemies at once 
without so much as a hiccup 
in framerate. 




yik. 


mm. 




the first first-person 


All of the characters 
(enemies or other¬ 
wise) are superbly 
i animated and each 
have a unique 
personality. 


the game casts players as a different lead character (either 
male or female) in each time zone. These zones are all 
themed, including ancient Egyptian crypts, haunted man¬ 
sions, and futuristic city streets. Each time zone will also have 
its own unique array of period-specific weapons, from chain 
guns to M-16 rifles. At present, the game is running at a con¬ 
sistent 60fps in one-player mode with some amazing explosio 
liahtina. and smoke effects haDpenina on-screen. 


& Each time zone 
has its own unique 
look and feel. 
There'll even be a 
whole separate set 
of maps just for 


'r'V. A V 




designed to support up to tour players at once via multitap. Perhaps tne 

most impressive thing about Time Splitters, however, is its level editor. Using a grid 

- 

like map and a few basic pieces, 
you can quickly create massive, 
multi-story multiplayer maps that 

take up very little space on a s ' 

memory card. You can then 

assign a texture set to the map : 

from several themes and . 

change the color 
IS each room 
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You'll be abler to dish out 
damage with two Magnum 
pistols at once — just like a 
John Woo movie! 


A The explosion, smoke, and spark effects produced by each 
weapon could only be done on PS2 — they looking amazing 
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___ 
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The dungeon areas of this game seem to be taken 
straight out of some Indiana Jones adventure. We just 
don't know how Orphen plans to get out of this situation 


an action-based RPG, the game puts you into 


1 -V 






to implement before the game gets released in the U.S. market. As many of you 
know, all of the first generation^ PS2 games "suffer" from a lack of anti-aliasing. 


A Based on a popular anime show, Orphen will have over-the 
top bottles with huge explosions and amazing lighting effects. 


and a bit jaggy. Activision is going to add software- 


A half-second 
more and he would 

; *V. ’- .V*•:*.•. : ... * *':*•• . i 

have been flatter 
than a pancake. 
Quick responses 
and good i 

manual dexterity I 
are going to be of m 
great help in I 
this game. J 


the CD medium, Orphen will now be released 
on a DVD so that Activision can include voice- 


■■ ■ ■ v 

■ 


During your journey, 
you'll come across sev¬ 
eral other friends that 1 
will lead you to new 
areas. Finish all the areas 
and you can challenge the 
game's final boss. 




Stephen Frost 
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In this Ze/da-style quest, you cre¬ 
ate your own towns with pieces 
you find while exploring dun¬ 
geons and battling massive mon¬ 
sters. Keep an eye on this one. 
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FI Racing Championship Ubi Soft Ferrari 360 Challenge Acclaim 


Formula One 2000 Sony CEE C: Formula X 
TBA 


aHim* 


WMBTOB 


.. 

Empire 


Super Bombad Racing LucasArts Wipeout Fusion 


rBA World Sports Cars 
Interactive P TBA ‘ifira 
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A Hideo Kojima: "Yo, yo, yo, let me speak 
on Metal Gear Solid 2 - ODE LAY!" 


Dark Cloud gets the double "thumbs-up 
from Steve and Randy at Sony's booth. 


A Randy got hyper on Dip'n Sticks and was 
all like "I'm gonna climb that sign, man!" 
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Maurice Green 


Ubi Soft hasn't said 
exactly how this version will differ 
from those on PlayStation/ N64, 
and Dreamca5t/ but it's already 
looking great. 
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il Created by the team behind 
Silent H///, this time-spanning 
adventure has some of the best to PS2. The environments are bet- 
real-time cinemas yet on PS2. Let's ter/ the puzzles trickier, and Raziel 
hope the gameplay stacks up. has a whole slew of new moves. 


This game casts you as a 
Samurai warrior pitted against an 
army of demon warriors. Expect 
cool environment-based 




e antme Sorcerous Stabber, 
this game mixes dungeon explo¬ 
ration and battles against massive 
boss characters using a unique 
lock-on system. 


on 


some 


puzzles and awesome detail. 


tty 












ss - 








4 -:S : 5 




a# 




^ Jritr-- <* V f J 


<?. V 


r ' ■ . 










■ ' 4 




- W ■ 


—-—— - 


-. 


-'--V 


IbJ,,■■■,■■■,■■■■■■1.1 


ou can 


■■ t'i - 


You choose whether 
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Playing as the dragon rider, Rynn, 
you'll battle a multitude of 
monsters on foot and dragon- 
back across massive fantasy- 
style locales. 


control two characters in this 
Ze/da-style adventure where 
you'll actually gain points for 
dressing snazzy. Now that's a 
first! 


{ • 
Utilizing 

an outlaw or a hero in this looks to push PS2 to all-new lev- some of the most innovative 
homage to the Wild West. Expect els. More sneaking, way more gameplay mechanics yet, Abe and 
lots of shootouts and branching realism, and a load of awesome Munch must free their pals from 


missions. 


cinematics await! 


the clutches of an evil corporation. 
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Acclaim's baseball ti 
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• 03EE3 Produced by 
or Solid's Hideo Koiima, 


300's gone back to the 


* 1*1 




Irawing board to produce what it 
hopes will be a much more action- this promises to be the closest 
packed and better-looking third- thing yet to controlling the action 
person fantasy adventure. of a mech anime. It looks hot! 


ures more polygons in one 
er's head than there were 
entire stadium in 


ou'll carve your 
wn the mountain in 
snowboarder, which features 
ames. Big Air, Boarder Cross, Halfpipe, 
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• ; The animation 
and character detail has never 
looked better in a soccer game, com 
Play as all of the MLS teams in 
fully-modeled stadiums. 
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opestyle gameplay modes 


. 
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s. The motion capture 
l« are incredibly 


uiympic • ^ > EA's back in the ring with Football is taken to the Konami's bringing back Hie fast- 

different the most realistic (10,000+ poly- next-generation with enhanced paced gameplay of its previous 
gon) boxers ever seen. They A!, analog passing and move- games for its first PS2 hoops title, 
sweat, their muscles move, and ment, and the most detailed play- which will boast smooth motion 
their eyes braise. -v ers and environments ever. capture and facial animations. 
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er-drtven snow- This arcade-style 

et. The track lay- called Golf Paradise in 
d music is mixed to four human players 
e action, and the pate as amme-style goH 
i beyond belief. era! fantasy courses. 


H * Mger and his PGA 

chums hit the fairway in full 
ie courses look great, but the 
real draw should be its stunning 
animation and physics model. 


in this first PS2 hockey 
i features 30 NHL 

and loads 


an ; expanded number ot moves 

r » , 

over its previous efforts, while 
boosting player animation and the 
detail of the arenas themselves. 


in real time tc 
special effects 


sfter physics 
animation. 


CTi'I 








■ • • • •• 

% A 


Dragon's Lair 3D Blue Byte TBA Dynasty Warriors 2 Koei 


Eden Eidos TBA 2001 


Extermination Sony CEA TBA Gradius lll&IV Konami 


W2M 


Comic* 




Gauntlet: Dark Legacy 
March 1 1 


Midway Motor Mayhem Infogrames Oni Rockstar 
Spring 


Red Faction THQ Winter 


Robocop Titus TBA 2001 
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EA is taking the wrestling genre in 
a completely different direction by 
removing the ring. Still, all your 
favorite WCW characters and 
moves will remain. 


• ; : i Consider this a "best of" for 
the Tekken series. All of the past 
characters return, teaming up, for 
what is easily the best-looking 
fighting game on the PS2. 


The Street Hgnter gang once again 
returns to the polygonal world. 
Look forward to a large cast of 
characters, new moves and beau¬ 
tiful lighting effects. 


Y’- 1 UH ! I » ff frffcW Wfr 




■ >. "• ' A. 
! 






Mfm 


I .W ■ U , . 1 , 1 . , - 




*5 

A’tfAr'.W 


WWz- 








I 

r ‘ ; v\y| 


A PC-style RPG where you ta 


Formerly a Dreamcast title 
named Reiselied, this P52 RPG 
revolves around music and sound. 
The lead character even carries 
a guitar. 




responsibilities of the 
Summoner and are able to call 
monsters and other creatures to 
fight for you. 
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/ It's the King of Hardcore!!! Mick was sign 
ing at THQ, and was a really great guy. 


/ It's the same around the world — all 
honeys want to climb "Frost Mountain 


A "And in closing, I'd just like to say... BC 
YAH! PS2 is in da HIZ-OUSE! AWOOOOO! 


Hey... is that your hand on my as s' 
said Steve. 
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The series that started the "sur¬ 
vival horror" genre returns to the 
PlayStation with even more chills 
and thrills. 


P&- s##? 
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mm&m 
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The star of this game 
would have to be the dragons. 
They often take up the full screen. 
Each has its specific weakness that 
you'll have to discover. 


actually more of a pre 
quel than anything else, but push 
es the boundaries of the ESRB rat 
ing system to the max. We'rt 
talkin' major T&A here. 


Well, as you can tell by the title, Focusing more on the 

you take on the role of a trouble* action than the first game, PE2 is 
some chicken by the name of much closer to Resident Evil than 
Mort. Lead him through 3D envi- anything else. The fights still have 
ronments and rescue baby chicks, an RPG flavor, though. 


In Cold Blood features 
elements from Metal Gear Solid 
and other 


action games. 
Prerendered backgrounds allow 
for highly detailed characters. 


Age of Empires II Konami 


Fanta Vision 


Dropship Sony CEE 


Legion: Legend of Excalibur 
Midway Summer 2001 


Pirates of Skull Cove EA Games SIM Theme Park EA Games 
TBA Winter 


The [Dreamland Chronicles 
Freedom Ridge Bethesda Fal 
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There won't be 
many improvements over the last 
game. The graphics are just a bit 
better and there are more 
minigames to discover. 


You can now play as three differ¬ 
ent characters, each with their 
own set of missions. Not only are 
the levels more detailed, but you 
can design your own if you want. 
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This game is E53 * 






Ray man's now gone 


stealth. You won't find fully 3D. This sequel sports the 
many weapons or items to help same classic gameplay but with 


you, so you'll nave to resort to larger environments and harder 
sneaking in the shadows. enemies. 
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A What the... Captain Janeway — here on 
Earth?! Voyager getting "lost" was a scam?! 


4-R 


mm 


■m 


ms®?# 














A Steve really liked the pretty lights on the 
showffoor. He also liked the hot women. 
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"Le-REOW! Come with mi 
ly put an end to that cursed 


, let's final- 
crusader!" 
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* Customize * ' Your favorite 

your robots and then throw them fighters head to your favorite con- 
into the arena to see how long sole in 3D glory. Choose from over 
they can last. This game is gonna ten fighting, styles, plus you can 
be cool. fully customize your character. 


This fighting 
game features the cast of the 
upcoming X-Men movie along 
with some additional fan 
favorites, like Beast and Gambit. 


Using the same basic engine 
that was in Hardcore Revolution, 
this latest ECW title will have a 
larger cast of characters and even 
more game modes. 




;-u] •: • Probably the The most impressive While not a true sequel to • This series 

largest game collection ever BOF title yet, this 4th installment of the SNES masterpiece, Chrono has appeared on almost every 
released in the U.S., this RPG will the series combines polygonal. Cross does take place in the same console and is now finally appear' 
include every Arc the Lad title in a hand-painted environments with world and shares many of the ing on the PS. You play the role of 
special deluxe boxed set. sprite-based characters. same gameplay features. a farmer looking after his crops. 
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the world of Norse mytholc 
»n RPG will include over 60 h 
:o gameplay and three differs 
m ings. It also features a 

unique fighting system 

S/Sitkd. 


Fo Hawing the adventures 
popular character in the Drt 
Quest (Warrior) universe, Tori 
will have a lot more humor 


ther The first game wasn't t 
oiks popular thing ever, but it 
Will tainly unique and hai 
the atmosphere. This sequel c 
in that tradition. 
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crazy box set from tl 
at Working Designs, 


st RPGs released this 
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007 Racing EA Games 


Aladdin in Nasira's Revenge Army Men: Air Attack 2 3DO 
Sony CEA August Fall 


Batman Overdrive Ubi Soft Fall 
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Sony's press event was heavily guarded. If / Hot chick demonstrates new skateboard 
you tried to jump the fence, you got the taser. peripheral to gawking fanboy. 




Sony CEA President Kaz Hirai's robot dou- A The U.S. PS2s moke their overly-grand 
ble always makes his public appearences. entrance. "Uh, we've already seen them...?" 
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Activision Summer Danger Girl THQ Summer 


Ubi Soft Fall Donald Duck Quack Attack Ubi 

Soft Fall 


Dino Crisis 2 Capcom October Disney's Dinosaur 


Driver 2 Infogrames 


Fall Duke Nukem: Planet of the Babes Evil Dead: Hail to the King 
Infogrames Summer Fall 


Looney Tunes: Bugs Bunny & Taz Looney Tunes: Sheep Dog 'N Wolf 
Time Busters Infogrames Fall Infogrames Fall 








Speedball 2100 
Interactive Summer 


Empire Spider-Man Activision 


August Star Trek Invasion Activision 
August 


Star Wars: Demolition LucasArts The Emperor's New Groove 
Fall Sony CEA November 







\ "Metal Gear 2 will be... You've been eat 
ing bean burritos again, haven't you?" 


A "If you want an autograph from the 
Captain, you've got to kiss the ring". 


A Acclaim's booth even had a giant ramp 
set up with pros doing bike tricks. 
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EA Threads of Fate Square EA 
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The World Is Not Enough 
Games ' Fall fcikftXd 
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July Time Crisis: Project Titan Namco Titan A.E. Fox Interactive X-Men Mutant Wars Activision 
TBA Winter Summer 












layStation's 
top name in rally racing is back 
with vastly improve graphics, 
enhanced physics, cool weather 
effects, and a load of new cars. 


• v.• r : • i ■ The founding father 
of car combat returns with better 
collision physics and environments 
that include mountain roads and 
snowy highways. 


■ iti 


Video System's 
latest should retain the prestige of 
its earlier titles. The opponent Al 
and car physics will receive a size¬ 
able tune-up. 
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This is the latest FI 
offering from Psygnosis, who 
developed last year's winner in 
the cateqory. It features improved 
visuals and car handling. 



Drag racing is finally headed 
for PlayStation. This IHRA licensed 
racer will let you analyze detailed 
race data and tune your hotrod to 
your heart's content. 









_ _unny and the gang 
are getting in on the kart-style rac¬ 
ing craze. Expect lots of power- 
ups and familiar locales from the 
various Looney Tunes shorts. 
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• Compete on 150, 250, 
500cc bikes on supercross, 
motocross, street, and race course 
tracks. There'll also be jump, drag¬ 
ster, and traffic challenges. 


NASCAR fans can expect more 
detailed cars and tracks from this 
year's sim, plus a new, more 
realistic physics model and updat¬ 
ed rosters. 


40 real-life and 


futuristic fighter jets at break-neck 
speeds through canyons and cities 
in this unique racer from the team 
behind Wipeout XL 



We've been waiting for this futur¬ 
istic weapons-based racer, which 
is now being published by 
Midway in the States. Sit tight — 
it'll be in stores any day now. 



i— 


Following in the 
tracks of EA's Sled Storm, this racer 
features licensed riders and a 
physics model that allows for true- 
to-life handling. 


^2g£§y 



Improved handling and crash 
physics highlight EA's latest super¬ 
bike sim, which will include all of 
the bikes, riders, and courses from 
the 2000 SBK season. 


1 f - . * 1 . !y| ■j r . t-p 

Compete in a new Jump Off 
mode in EA's latest racer, which'II 
let you tackle a series of crazy 
jumps in stadiums and outdoor 
locations against other riders. 



Hi 
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You'll be racing against the clock 
on city-based courses populated 
by dozens of other cars at once in 
this game, which'll also feature a 
full Stunt Driver mode. 
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A Just down the block from the Sony press 
conference, Sega held its party. 


A The Sony press conference was packed as 
interest in PlayStation2 was very high. 


Security was tight at the Sony conference, 


A "You work for PSM? I LOVE that magazine! 
Giggle!" —If only this were the case. 


and you had to be on a list to get inside 




INDYCHROME » 









ms 






1 ■ 





• '"vJso 


, _, 


1 




§si|$ 

- ■ 
























































































































































































































































































































































misdu AS 

Similar to 


You take charge of a t 
soldiers, each with 
abilities. Limited by ti 
got to use them I 
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PlayStation, Race on 23 real* 
world courses in 42 accurately 
handling sports cars. 
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so long that we • The addition of new The involvement of • Hoping to steal the 

, this year's tracks and bikes, along with an pro boarders should help to make thunder from Activision's own Pro 

pefully ace improved physics system, should this title the most accurate yet. BMX title. Acclaim plans to load its 
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characters. racing experience for gamers. your competition with new taunts, user-friendly combo interface. 
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A Raziel waited in the Eidos booth, looking Mary Kate and Ashley showed up to pro 
for souls to steal. He could find not a one. mote their new PlayStation game. 


/ "I got five brand new PS2's right here! 
Who wants one? Do I hear five-hundred?" 
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place where you can play in the new gameplay an 
FedEx Orange Bowl. It's also got a be hit with authen 
Dynasty Mode with an improved songs and players 
transfer system. to their correct hek 
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ew player models fea- 
>0 additional motion' 


• Sony's latest will hit 

the courts with a slightly improved the si 
game engine, more intuitive con- again' 
trols and advanced dribbling con- ture c 
trol, for more flexibility. captur 
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"Dynamic Ball Control" for this 
game, EA has given the player 
more freedom in how they can 
move the ball around the court. 
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■ a ! n Realism will be the goal 
this title. Not only will players 
be scaled to their correct weight 
and height, but the motion-captur¬ 
ing has be *en greatly improved. 


Skate the rink with 
four all new modes: Tournament, 
Shootout, Practice and Draft. 
Enhanced A.I. will make your com- 
petition even more difficult. 


d by • A smoother framer- 

eries, ate and more photorealisitc cours- 
«n on es should help Tiger retain the # 1 
xom- spot. For most golfing fans, this is 
often the game of choice. 
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Breakout Hasbro Interactive Bust-A*Groove 2 Enix Fall Crash Bash 
Fall November 




Pipemania 2 Empire Interactive The Jungle Book Rhythm N 
TBA Groove UbiSoft November 


Frogger 2: Swampy's Revenge Incredible Crisis Titus Fall 
Hasbro Interactive September 


Ms. Pac-Man Maze Madness 
Namco September 
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PlayStation 


A Film and TV star Traci Lords 
to sign autographs for NUON. 


A "I DID IT! I SURVIVED ANOTHER E3! BOO 
YAH!!! BOO-YAH, I SAY!!!" 


/ Our heroes head home after three days of 
hardcore gaming. Now to sleep... 


/ We see tons of new games, and v 
Chris play with when we get back? 
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Welcome to our first ever “Girls of Summer" pic¬ 
torial! We hope to make this an annual event, if 
you guys like it enough to want more. In this fea¬ 
ture we take a look at PlayStation's hottest game 
goddesses to see what they're up to. Most 
everyone shown on these pages has a new 
game in the works, so be sure to check out the 
info box to find out what's coming and when. 

We also list background info on each char¬ 
acter, so newbies can be brought up to 
speed on the hottest videogame babes 


around. Plus, everyone's in bikinis! It's about time 
that a videogame magazine had its own cheeky 
swimsuit special, don't you think? We've contract¬ 
ed original illustrations from some of the hottest 
comic book artists in the world — If you know 
anything about comics, then you know that these 
guys are the best! So read on and enjoy a healthy 
dose of cheesy summer fun. The warm weath¬ 
er only lasts so long, and then it's back to 
turtlenecks! [NOTE: Check us out at psmon- 
line.com for the full uncensored images!] 






























Illustration: Arthur Adams, Colors: Avalon Studios 



■ 


► Past Games: Dino Crisis 
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S gainst a largely 
male roster, these 
girls easily steal the show. 
Their fierce moves and 
stunning good looks make 
for a lethal one-two punch. 


► Names: Kasumi, .ei-Fang, Una 

► Occupation: Ass Kickers 

► Past Games: Dead or Alive 

► Upcoming: Dead or Alive 2{?S2) 

► Why We Love Them: They look 
great while pummeling the guys. 
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Past Games: Ridge Racer series 

Upcoming: Ridge Racer l/(PS2 r Fall) 

Why We Love Them: Not only are they 
incredibly sexy, but these girls have class. 

► Did You Know: When Ai Fukami was intro¬ 
duced as the new race girl for Ridge Racer V 
on the PlayStationZ, hardcore fans almost riot¬ 
ed because they loved Reiko so much! 


“““ji ou may not see them much 
W during the action, but their 
presence and style are always there. 
They've helped define one of the most 
heralded racing series of all time with 

e and grace. 




Illustration: Tommy Yune, Colors: Ben Dimagliew Illustration: Sam Liu, Colors: Jen Chan 
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Lara Croft 


Tomb Raider series 
Tomb Raider V (PS. Fall) / PS2 


► Past 
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was the one who 


ladies. Before her, most developers thought a 


► Tomb Raider was originally 

designed with a male character in mind! 
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illustration: Andy Park, Jon Sibal, Colors: Avalon Studios 



► Names: Jill Valentine and Claire Redfield 

► Occupation: S.IA.R.S Team Members 

► Past Games: Resident Evil series 

► Upcoming: PS2 Resident Evil (late 2001) 

^ Why We Love Them: They don't scare easy. 

► Did You Know: Claire almost didn't make it 
into Resident Evil 2, at least not in her current 
form. Her character was completely 
redesigned after the project was scrapped at 
60% completion and started over from scratch. 


basis from a terrible evil. They face 
countless terrors, but never revert to 
becoming screaming B-movie bimbos. 
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Illustration: Naska 



Quistis, Rinoa and “Tifa 


— with all new characters) 

► Why We Love Them: There's more 
to these girls than just looks—they 
are the heart and soul of the classic 
stories that these games tell. 
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► Names; Chun Li, Sakura, Cammy 

► Occupation; Street Fighters 
Past Games: Street Fighter senes 

► Upcoming: SFEX3 (PS2) 

► Why We Love Them: Chun Li's 
anime style and thunderous kicks 
made it OK for a guy to pick a girl. 
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► Names: Lian Xing, Aya Brea, 
Sitverburgh, Hana Tsu-Vachel 

► Occupation: Special Forces Heroines 

► Past Games: Syphon Filter 1 
Parasite Eve, Metal Gear, Fear Effect 

► Upcoming: Parasite Eve 2 (PS, Fall), 
Metal Gear2 ( PS2, Fall 2001), Fear 
2 (PS, Early 2001) 

► Why We Love Them: They have each 
laid it all on the line to serve our great 
nation, in the military, the police, or in 
Hana s case, as an agent against Heil. 


ont tell them it cant be 
done. They've faced im 
possible odds before, 
whatever it takes to win 
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Illustration: Joyce Chin, Arthur Adorns, Colors: Avalon Studios illustration: Ale Garza 


























































































































































































































illustration: Adam Warren, Colors: Joe Weltjens 



Wilde: Full Frontal 


► Past Games: 
Assault (fictionaf 


► Why We Love Her: She really goes all out to 
please her fans. 

► Did You Know: Although Val was only a PSM 
April Fools joke, news stations across the U.S. 
ran stories on her "controversial new game"! 


B ias, the world just isn't ready 
for Valkyrie Wilde. We can 
have games that show splattered 
brains oozing down walls, but the 
human body is still taboo. Oh well, 
we're not pretending that Val is any¬ 
thing more than she was meant to be: 
a cheap thrill for the guys. Hear, hear! 
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S t the end of the first Dino Crisis, Regina and the 
other special team members were able to locate Dr. 
Kirk and put an end to the dinosaur trouble that his “Third 
Energy" experiments had caused. But guess what happens 
after they confiscate his work and send him off to prison? You 
guessed it, the government decides to continue Kirk's exper¬ 
iments, causing an even bigger accident than before. Dolts. 

As a result, Edward City, the location of the research, has 
been “time swapped" with an overgrown jungle from the 
past. Now the government must begin an emergency mis¬ 
sion to rescue the staff and the results of the research. Using 
an experimental time and space transfer device, a military 
task force is sent back in time to the location of Edward City. 
They've got specially altered dinosaur weapons and Regina's 
experience at handling dinos, but will it be enough? 

Thus the stage is set for one of the biggest PlayStation 
titles of the year. During the course of the game you'll 
play as two different characters, Regina (returning 
from the first game), and Dylan, who's there to pro- j|wg| 
vide the muscle. Several new features have been 2HP 
added, such as the ability to use two different JKSBE 
weapons at once. You can also “buy" new 
weapons, ammo and healing items with “Vital flKpB 
Credits", which you earn by killing dinosaurs. 

There are ten different types of dinos, seven of 
which are new. You can now fire above and below iMfe 


you, and you'll get to suit up in diving gear and go into 
a lake, where amphibious reptiles await you. 

Dino 2 is much different than the original, in 
that it's much more of an action game than its 
Resident Ewknodeled predecessor. There will M 
still be plenty of scary surprises, but the pace is L 
much faster. You'll have to fend off multiple dinos 
at once, and even the puzzles revolve around 
action. For example, in one part you have to protect ^ 
your partner from dinos while he works to open a door. 

In another scene, you have to chase down a dino who 
has a key that you need. These "action puzzles" play a lot 
like mint-games. 

We're getting an amazing early buzz on this game, 
and we're even hearing that it could end up as the 

PlayStation game of the year! Of 

Bill course ' well keep you 

’ updated as it progresses, flfl 
m but in the meantime, mm 

be sure to c ^ eck out &m. 
our interview with cM| 

41 the creator of Dino 
IS Crisis , Shinji Mika mi, in I 
! ■ this very issue! If 

Boo-yah! The bigger the I 
dinosaur, the easier it is to 
£0 shoot him in his giant head. I 
As you can see, being able to 
shoot upwards helps a lot. JK 


◄ Regina is 
back for more 
dino* biasti n' 
action. Side-by- 
side with her 
new partner, 
Dylan, she's 
ready to kick 
a lot of butt in 
Dino Crisis 21 




A Most of this 


game 

takes place out in the 
open jungle, about 70% 
of it, in fact. Danger could 
lurk behind every leaf! 


The environments are now 
pre-rendered, in order to 
show greater detail in the 
game's lush jungle setting. 


With the new "Vital Credits" 
system, you can earn new 
items and weaponry by 
kilting dinosaurs. 


Now that dinos attack 
from multiple levels, it's » 
a good thing you can | 
aim up or down. 


▲ Just like Sigourney Weaver can't get rid 
of those pesky critters in the Alien movies, 
Regina seems destined to fight dinos. 




To match the game's more 
intense action, the characters 
are carrying more powerful, 
dino-strength weapons. 


In the first game, just 
one raptor was a hand¬ 
ful — now, you've got to 
handle packs of them! 
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There are ten different varieties o 
dinosaurs in all, and seven of them are 
said to be new to the series. However 


ale. Here's a auick look at some 


CD 


Publisher Capcam 

Release Date Fall 
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Developer Capcam 

Type Action/Adventure 
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"Vital Credits". You get these credits by killing 
dinosaurs. It's a total "videogame" thing — it's 
not like the dinos drop gold coins, or anything. 


COMBO 


AY The total number of credits 
earned for a dino kill are shown 
at the top center of the screen. 
You can get bonus points for 
things like combos. 


if . - 

SF 


A Regina's packing some 
major heat this time 
^ around, with super 
weapons designed 
to take on dinos. 


Just because 
you're in a jun¬ 
gle, that does¬ 
n't mean the 
scenery never 
changes. Here 
Dylan explores 
caverns filled with 
hot magma. 
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A As far as T-Rex's go, this one's not all that 
big. Of course, he could still rip you in half 
with one bite, so lay off the "short" jokes! 


A The flying dinosaurs are back, and are 
much more vicious this time around. Once 
again, being able to fire up is invaluable. 


A There's an awful lot of jungle to explore, 
so here's hoping it isn't too easy to get lost 
while running from velociraptors. 


A You don this kick-ass diving gear to 
explore an area under the lake. Here we'll 
see our first amphibian reptiles! 






! 





•FS 






Raptor: The most common beastie you'll 4 Pterodactyl: Bigger and more dangerous Apatosaurus: There's not enough of this Big Daddy T-Rex: The REAL king of the jun- 
go up against, but by no means cannon fod- before, these guys will terrorize you in the big guy in frame to tell exactly what he is, gle. He doesn't show up too much, but when 
der. Now they even attack in packs. bigger, more open environments. but we do know this — he's big. REAL big. he does, he steals the show. 
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GAH! Surrounded by long-necked water dinos! it's great 
nd-tails over the original. It will be very interesting to sc 


Resident Evil, and went for fully polygonal 3D 
environments instead. With DC2 however, 


in order to make the sequel's lush jungle as 
photo-realistic as possible. 


A This area looks like it 


was inspired by a 
scene in Jurassic Park 2, where raptors leap 
out from the tall crops. 






Ignuifl 




Kegina 
survive « 
her latest 
mission, or ’ 
will she end 
up as steamy 
dtno-poop? I 
all just depenc 
on if you suck 
or not. 


A Whereas Regina is faster and more agile, Dylan is 
all about muscle and raw firepower. It's the classic 
videogame tradeoff of the sexes. 
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Publisher Codemasters 
Developer Codemasters 


Release Date Fall 
Type Boxing 
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■ " ack in his heyday, "Iron" Mike Tyson 
had his name on another boxing 
videogame — Mike Tyson's Punch Out !for 


From a gameplay standpoint, the game 
promises to adhere more to an arcade 
mode!, with fast-paced slugfests and quick- 
to-respond moves. Each boxer will have his 
own trademark punches (much like special 
moves) and ring style to be mastered. 
Visually, the game will lean more toward 

humor- 


System — in which he served as a final boss 
of sorts. Now, some years after retreating 
from the spotlight, the former world champi¬ 
on and bona fide force of nature is stepping 
back into the digital ring, this time as a 
playable character. 

Developed by Codemasters and based 
on its popular, UK-only Prince Naseem 
Boxing, Mike Tyson Boxing aims to deliv- j 
er a balanced mix of arcade and simu- M 

lation style gameplay where the ^ H 

focus is on recreating the 
speed and fury of the sport. 1 

There’ll be 16 boxers to JBIHMK^ 
choose from, including j§§ : f|F ; 
Tyson end several origi- / :: 

nal characters, and 
three weight class- 
es to compete in — 

light, medium, and «H| 

heavy — each of which Ml 


T’TT' ' 


■ 

' -n-.'-v: •• : 

■. v j*; v _; K&rM or;. 


realism than the likes of Midway's 
ous Ready 2 Rumble, with real-time, visual 
representation of your boxer's fatigue and 
sweat as the match progresses. 
m* As it stands, Mike Tyson Boxing 

Jj|| appears on track to deliver a weli- 
MH rounded dose of videogame 

IBp pugilism when it hits shelves this 
H| fall. We'll have a full review of the 








A From the boxers to the ring itself, everything in the game looks realistic, while 
still retaining a bright, arcade-style look. 


▼ You'll be able 
to choose from several set 
camera points from which to 
view 


style drastically in order to come away 
the champion. 

in addition to straight-forward 
versus and tournament modes, i 
Mike Tyson Boxing will also boast m 
a fully-featured career mode I 
that'll enable you to take an aspir- m 
ing boxer from his first match H 
right through to the world cham- B 
pionship, while managing his B 
training, diet, and fight diary along B 
the way. JH 


the action, but the 
perspective will change at 
points (such as knock 
downs) for a broadcast¬ 
like effect. 


A There'll be 16 fighters in total 
to choose from, spanning three 
weight classes. 


A After each match, you'll be given a 
breakdown of your boxer's perfor¬ 
mance round-by-round. 


Mike Tyson Boxing takes a real¬ 
istic approach to the look ot its 
boxers and TV-like presentation. 


like characters here—just !c 
really mean looking ruffians 


► Look out, here comes Mike 
Tyson 1 Quick, everyone grab your 
ear muffs! 


man himself. And 
yes, this boxing 
game actually does 
have ring girls. 






► In keeping 
the broadca* 


bout is introduced 

- *; .? V - -j \~ • ' 7. . ; • • r-V.-/- Bj T 

by a tuxedo-wear¬ 
ing ring announcer. 


HEAVY VflLKl 


Vmm 4MHR 
\$ ***€**£. 

— : ‘ TlfCfWM ® — 




In the old days, most boxing games limited you to one view of the in-ring action, whether 
it be from the side, behind your boxer, or above the fight. Mike Tyson Boxing changes ail 
that by offering several viewpoints, all of which offer their own advantages. 


A Fighting from the behind-the-boxer view is 
best for seeing exactly where your punches 
are going to land. 


A Hie top-down view is 
the amount of space you 
your opponent. 
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Release Date Fall 
Type Fighting 


Publisher Crave 
Developer Opus 
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defense against leg kic 
enough times like this 
and they'll just fall to 
the mat. 




' 




► Unless you've trained 
a lot for it, the worst 
position to be in 
is probably with 
your back against I 
the Octagon fence. I 
There's no maneuver¬ 
ing room and no easy ' 
way to defend. 


ell, it's been a long time comihg;pjf the 
LdSJ Ultimate Fighting Championship series 
is finally getting its own videogame. In UFC, play¬ 
ers will be able to select from over 20 of their 
favorite fighters, each with their own distinct per¬ 
sonalities and fighting techniques. You'll also be 
able to create your own fighter, if you want. As 
you make your way up the ranks, your fighter will 
be able to learn new offensive and defensive moves, as well as other styles '^®HH 
of fighting. Now that's cool. 

While we do feel that the UFC has gone a bit downhill, since the exit of such greats as 
Royce Grade, Ken Shamrock and Dan Severn, it still has all the adrenaline-pumping action 

you could ever want. Nothing's more exciting 
than watching two guys try and beat the crap out 
oMEI of each other. Now, if the game can faithfully cor- 

HMH vey even a portion of that excitement, then we're 

B ^SHR I sure it's going to do quite well. We just can't wait 

3mMMBI IHBMito give it a try. : 

brought into the spotlight when a 


I T he moment just 
I before the first attack is 
g the most exciting. You 
f just don't know what's 
going to happen or 
which fighter has the 
advantage. It's anyone's 
game at that point. 


Tim Lajcik 
Mark Coleman 
Gary Good ridge 
Jeremy Horn 
Tsuyoshi Kosaka 
Guy Mezger 
Pet Miletich 
Tito Ortiz 
Kevin Randleman 
Marco Ruas 
Bas Rotten 
Pedro Rizzo 
Andre Roberts 
Frank Shamrock 
Maurice Smith 
Ron Waterman 
Peter Williams 
Michael Burnett 
Matt Hughes 
Eugene Jackson 
Chuck Liddell 
Evan Tanner 


I If 


*4 Grappling was 
Brazilian Jujitsu expert, Royce Grade, kept ending 
up on the ground during his fights. Every fighter 
should be able to defend themselves in this positions 
or they won't last long. 
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Publisher THQ 
Developer Darkblack 


Release Date Fall 
Type Skateboarding 
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ou know, it really is amazing how fast the skate- 

■ •. 

boarding genre has exploded on the PlayStation, as 
well as other consoles. A little over a year ago., no one would 
have expected to see one title based on the sport, let alone 
the seven that will be available by the end of this year. Every 
company, including THG, is trying to cash in on the "fad" 
before it starts to fade away. And that's where MTV Sports: 
Skateboarding comes in. 

Featuring the vert pro Andy MacDonald and 19 other 
skaters, MS:S will showcase 25 huge levels (indoor and out- 






game modes, in total, which include Lifestyle, Freeskate, 
Battle, Tag, and Time-trial. Along with these modes, the game 
will have fully licensed skating apparel and equipment to add 
to the realism. Will all this be enough to take on Tony Flawk's 
Pro Skater? We'li know soon enough. 


Here's one trick that we haven't seen 
before. If M5;5 can deliver with enough 
unique-looking tricks, it could have an edge 
over the other skateboarding titles out there. 


It looks like most of the environments will 
have more of that skatepark feel, rather than 
being located in malls or other strange loca¬ 
tions. Let's just hope that there's good level 
design here. 


It seems most of the skateboarding games 
out there really focus too much on grinds. We 
just hope that there will be a lot more trick 
combinations that involve other basic moves. 


Whenever you execute a grind, a meter appears that shows you 
how balanced your skater is. Tilt too far to one side and you're 
gonna crash hard-core, baby. 




Chuck Liddell 
looks like he's 
ready to rumble in 
the Octagon. Do 
you have what it 
takes to beat him? 
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Publisher Enix 
Developer Enix 


Release Date TBA 
Type Music 
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*• You con practice your moves in this 
Training Mode until you feel 
confident enough to take on some 
opponents. Get good enough and 
you'll be able to challenge the 
strange and elusive Panda. 


IneryP ties and without much fanfare, Bust-A- 
Groove pretty much sold out across the country. 
We guess you could say it was a sleeper hit. It 
basically showed American game publishers that 
music-based games can do well here. With that 
in mind, Enix is readying the second title in the 
Bust-A-Groove series. For ali you PS2 fans out 
there, the third game will be showing up on that 
console later this year. 

For those who aren't familiar with the gener¬ 
al premise of the game, it's pretty simple. 
Basically, it's a dance-off between two charac- 
ters. On every fourth beat of a song, you have to 
hit the corresponding button that is shown on- 


A We don't want to spoil all the characters 
for you, but here is a look at the initial char¬ 
acter select screen. Notice that there are 
eight hidden characters that are just waiting 
to be discovered. 


screen, X or .As the song progresses ^ 
on, directional arrows start to appear. You have 
to type them in, using the d-pad, while also being 
sure to hit X or on the fourth beat. Needless 
to say, the button combinations get more and 
more complex the further you get into the 
songs. Not only that, but you can also perform 
special attacks against your opponent by hitting 
the R2 button. 


► Each of the characters have their own special attacks that can 
be executed by hitting the R2 button. However, your opponent 
can dodge them with a simple push of the R1 button. 


< Let's just say that 
Bust-A-Groove 2 has 
a very unique cast 
of characters. You've 
got everything from 
dancing aliens to 
an undead zombie 
dude who dances 
like Michael Jackson. 


A If you dance really well, certain things will happen in the back¬ 
ground. For example, in this bank, the safe will blow open and 
tons of streamers and other party favorites start to shoot out. 


EVERYONE 
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Developer Namco 


Type Action 
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A The levels themselves look great and span three colorful 
worlds. This one is reminiscent of Namco's own Klonoa. 


^ The new enemies 
promise to be pretty 
nasty — especially this 
fire-belching brute. 


► The game's final, 
Halloween-themed 
world is simply 
brimming over with 
creepy creatures. 


tarring the retro gaming icon's female coun- 
f terpart, Ms. Pac-Man Maze Madness puts a 
3D spin on the series' classic maze-based gameplay, 
rather than adopt the platformer slant of last year's 

Pac-Man World. 

True to the origi¬ 
nal Ms. Pac-Man, the 
game won't utilize any 
action buttons during 
gameplay — just the 
% directional pad. 
That doesn't 
mean the lady 

She's round, 
firm and fully packed! 


Pac won't have some new tricks, however. She’ll be 
able to utilize blocks, switches, exploding barrels, and 
other new gameplay mechanics to overcome 
numerous obstacles, such as lava rivers and dead¬ 
end walls, while at the same time attempting to eat 
every last dot in the level. 

There'll be 15 new enemies to contend with (in 
addition to the familiar ghost troop) as you make your 
way through ice caverns, deserts, harbors, and a 
Halloween-themed castle. Namco is also planning 
hidden levels, bonus games, and several multi-player 
games — including one where one players controls 
Ms. Pac-Man while the others play as ghosts. Fans 
of the original Ms. Pac-Man should be happy to hear 
that there'll also be a faithful conversion of the clas¬ 
sic coin-op included on the disc. 

Ms. Pac-Man Maze 
Madness is slated to hit this 
October, and we'll have hands- 
on impressions soon. 


-4 Munching dots and fruit is still the 
basic goal of the game, but the 
numerous puzzles, enemies, and 
new gameplay elements should 
make it a much deeper experience. 




































































































































































































































































































Release Date Fail 
Type Survival Horror 


Publisher TH3 

Developer Heavy Iron Studios 
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Stick it to the undead as one of the 
most badass action heroes ever if 

D | irector Sam Raimi's Evil Dead movies have garnered themselves a loyal 

_ f following over the years for their over-the-top gore and comic antics. 

Now some of the same people responsible for Square's Parasite Eve are busy 
preparing a videogame based on the trilogy that promises to be one of the most 
outrageous survival horror adventures yet. 

Set eight years after the events of the final Evil Dead film, Army of Darkness, 
Evil Dead: Hail to the King sees the wisecracking, chainsaw-wielding Ash 


A This guy might look like a harmless 
farmer but the Necronomicon (the Book 
of the Dead) has the power to transform 
anyone into a relentless Deadite. 


(voiced by actor Bruce Campbell from the films) returning to the creepy cabin 
where the first and second movies took place. The forces of evil are once again 
afoot andit's Ash's one-man mission to send them packing. 

In creating this third-person adventure, developer Heavy Iron Studios is 
employing a real-time combat engine and pre-rendered environments that not only 
allow for fast-paced combat, but cinematic effects similar to those in the movies 
as well. Of course, the films' almost surreal amount of gore will also be retained, 
complimented by fully animated backgrounds that look to perfectly capture their 
eerie atmosphere. 

Ash will be able to battle several undead enemies simultaneously using 
an impressive array of weaponry, including shotguns, rifles, axes, and, of course, 
his trademark chainsaw, all of which are upgradeable and designed for maximum 
splatter factor. There'll also be a number of boss characters to contend with and a 
slew of puzzles to solve over the course of the adventure. 

Evil Dead: Hail to the KingW\W hit stores this fall, so keep an eye out for 
more on the game before then. 


a Ash wifi have to contend with all sorts of 
undead enemies, from zombie-like 
Deadites to gangly demons like this fellow. 


► Ash's selection of weapons 
will range from this simple axe 
to a super-lethal chainsaw. 


v The game’s environments will 
be pre-rendered, but you can 
expect them to showcase lots of 
animation and real-time light¬ 
ing effects. 


A Some of the new environments promise 
to be even creepier than those in the films. 


; • Ah, the great outdoors! In the 
movies. Ash and his friends tried 
to stay inside as much as possible 
— and now you can see why. 


Despite being super gory, the Evil Dead movies were meant to be funny — but 
you wouldn't be able to tell it from their downright gruesome settings. The 
game looks to capture their atmosphere (and director Sam Raimi's twisted 
camera angles) perfectly. 


A The forces of evil destroyed 
the bridge in the background 
during the first movie, prevent¬ 
ing Ash and his friends from 
fleeing the woods. J 


Here's a hint: this room wasn't the It's one thing to have cramped corn- 
workshop of an especially messy dors and funky camera angles, but 
painter who worked with only one bone-lined walls? Talk about a freak-out 
color... red). in the making. 
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Publisher Electronic Arts 
Developer Black Dps 


Release Date Fall 
Type First Person Shooter 
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fi l l E we were a * exc ^ ec ^ about the last Bond title, 
Tomorrow Never Dies , until it got released. The 
game just ended up being much too basic and way too short. 
There just wasn't anything to it. Now with The World is Not 
Enough, we're hoping that EA/Black Ops has managed to cre¬ 
ate a deeper gaming experience worthy of the franchise. 

The first major difference between the two Bond games 
is the shift from a third-person perspective to a first-person 
one. Now, that may not seem to be that major of a change, 
but it is. Basically, the general gameplay mechanics are now 
ail different. You can't just run around, shooting everything in 
sight, and hope to make it to the end. You're gonna have to 
take things slow, keep your eyes open and use everything as 
cover. And since you're much closer to the action, the sus¬ 
pense seems that much more intense. 

it wouldn't be much of a Bond game if there was- 
n't a memorable cast of villains to confront. That's 
why the developers are loading TWINE up with 
every badguy that was seen in the movie along 
with a couple of made-up ones thrown in for Jpra&JB 
good measure. You'll meet up with the men- 
tally-twisted Renard and the back-stabbing 
Elektra King, as well as some others you 
might not be expecting. Needless to say, 
they're going to be quite challenging, 

To make things easier, you'll be equipped 
with some extremely high-teen equipment, 
graciously supplied hard-working Q, In 

^ This is the first time James Bond has m 
appeared in a first-person perspective game m 
on the PlayStation. I 


all there will be over 20 weapons and gadgets to discover, 
and almost all of them will have to be used before you can 
complete the game. More so than before, there will be spe¬ 
cific uses for each item and you'll have to discover those on 
your own. 

We aren't sure, yet, if TWINE will feature other types of 
gameplay aside form the first-person action segments, but 
we're hoping. The driving sequences in TND were nice 
breaks from the repetitive action, so we'd love to see some¬ 
thing similar in this game. Right now, the only thing we know 
of that breaks up the levels are the movie cut scenes and the 
rendered segments made especially for this game. 

Considering how our initial praise of TND was kind of 
unjustified, it's hard for us to get ail excited about this sequel. 
However, looking at these screenshots and hearing what's 
a going to be in the game, it certainly has managed to get 
v our attention. After all, it's not everyday that you get a 
if chance to become a secret agent. 


A Targeting is handled in much the same 
manner as it was in TND . You just hold down 
a certain shoulder button and the targeting 
buIPs-eye will appear on the screen. 


A Using the experience learned from TND, 
Black Ops has designed a better graphics 
engine for this game. You can now see sever* 
al characters and vehicles on screen at the 
same time. 


A We don't know how Q managed to fit 
an entire LTA missile in this camcorder, but 
we are certainly going to enjoy using it to 
blow stuff up. What's next? A 
grenade microphone? ^Bflfi 


► Zukovsky is a 
wealthy, casino¬ 
owning Russian 
expatriate, j 
whose been 1 
known to lend fl 
James Bond a I 
hand 


'2mm 


A Along with the improved graphics 
engine comes improved lighting systems 
and better-looking explosions. PlayStation 
owners are going to be pleasantly sur¬ 
prised at how good this game looks. 


A Here's something you want to avoid 
if at all possible: two men with guns 
pointed at you and you with your 
health pretty tow. We guess it's time to 
call in 008. 


A Almost all of the environments in 
TWINE are destructible. In fact, it will 
be hard to find something that can't be 
blown up or damaged in some way or 
another. 


every 
once in a while. 


► While certain aspects were 
changed a bit, the game basi- 
^ cally follows the same 
events that were shown in 
k the movie. However, you 
Elk can't just watch what's 
Jl Bbl going on this time. 


1 The A.l. may still 
■ i need a bit of work if 
troops are willing to 
V walk up to a bomb 
T while you're holding 
the detonator. Of course, 
they might know some¬ 
thing that you don't. 


As we stated earlier, TWINE is going to closely follow the events 
that occurred in the movie. You'll be going through the same 
environments you saw on the big screen, meet the same allies 
and fight against the same villains. It’s as if you were given a 


Here is an example of the develop¬ 
ers taking a bit of liberty in order to 
make the game more fun. This isn't 
quite what the missile storage silos 
looked like in the movies. 


4 Remember the helicopter with the 
giant drill? Well, here it is in all its 
glory. This time, however, try and 
destroy it before it does that much 
damage to the docks. 


A We wonder who's cute butt this 
could be. Oh, yeah. That would be the 
amaxingly young and beautiful Dr. 
Chrtsjjjmas Jones, played by none 
other than Denise Richards. 
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TWINE features an even broader and equipped with the latest up-to-date equip- 

more impressive arsenal of weapons and ment. And, as always, our secret agent 

gadgets than the last game. Q has been manages to come up with some good 

working non-stop in order to keep 007 uses for them. 
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A While it comes in most useful when 007 A The standard issue for a British agent/ 
needs to talk to headquarters/ his cellular James doesn't go anywhere without his 
phone can also be used for other things... Waither PPK. It's shown here with an 
like tazering an enemy soldier or dicing optional silencer that retails at a low 
and browning onions. $129.95/ plus tax. 


a One of the more interesting weapons, A While not used that often by the 00s, 
this is basically a video camera that turns timed explosives do come in handy from 
into a rocket launcher. It's good at adding time to time. They can be used as 
more "bang" and "boom" to those action distractions or simply to blow up large 
scenes. Be careful with closeups... quantities of enemies. 



A The staple luxury car makes its appear* 
ance in this Bond game, as well. Who 
knows what goodies are included? Ejection 
seat? Missile launchers? DVD Player? 


A To be honest, we're not quite sure what 
this weapon is. It appears to be a tranquil¬ 
izer gun of some sort. Obviously/ it's great 
at keeping people knocked out. 


A The assault rifle isn't that good at keep¬ 
ing things quiet, but it will provide a large 
wake-up call to the enemy, should they 
need it. It also has very good range. 


A The sub-machine gun is bad at taking out 
distant targets, but it's wonderful at crowd 
control. Just treat it like an automatic cam¬ 
era. All you have to do is point and shoot. 



Not only would you quickly lose ail 












A Since 7W/NE is a first-person game now, we wonder if there will be any driving 
sequences like the ones in TND. They were nice and helped to break up the stan- 


Remember 
in the old § 
when M 
to be a guy? 


< Targeting is 
handled in much 
the same manner 
as it was in TND. 
You just hold 
down a certain 
shoulder button 
and the targeting 
reticule will appear 
on the screen. 


espite the skill and experience that 
007 has, it would still be stupid to try 


n't be as fun. Here are 
ways that you can eliminate your 
enemies safely. 
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A Taking out troops or vehicles from a 
distance keeps you pretty safe. Not o 
are you completely out of the danger 
area, but no one can 
direction you fired from. 


■■ ■ / 
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A Renard has a few 
mental problems ** • 


A Attacking from behind is also a good 
tactic. Don't make any noise and they 
won't be able to react fast enough. A lot 
of enemies can be eliminated in this 
manner if you're careful. 
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Developer n-Space 


Release Date July 
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InSSB ometime in the distant future, Earth is populated 
BZLP entirely by women — and you're the only guy on the 
planet. The only snag: aliens are bent on enslaving the lady folk, 
and you're their last hope for survival. That's the premise behind 
Duke Nukem: Planet of the Babes, the Dukester's latest action- 
packed outing. 

Spanning 16 levels in all, the game combines Tomb Raider- 
like adventuring and puzzle solving (and even control) with all- 
out shooter elements. Duke's armed to the teeth with combat 
shotguns, laser blasters, flame throwers, grenade launch- 
ers and more — and you'll be able to lock onto ene- 
mies or zoom into a first-person view for better .▲■EJ 
accuracy. Some weapons, such as the sniper rifle, 
even have their own firing views. In this case, 
you'll get a zoomed-in crosshair view idea! for lin- % 
ing up lethal head shots. You'll also have access ffijpfflG 
to familiar gadgets, such as a jetpack and tele- V fejPj lS 
porter, in addition to rolling, strafing, and quick- 

The levels themselves will take Duke from 
beneath Earth's surface to decimated cities and ^^1 


beyond. Along the way, you'll 

encounter numerous babes that'll you have to help out of tough 
spots, and they'll even fight alongside you in some cases. Of 
course, no Duke Nukem game would be complete without lots 
wise-cracking and 'mature" humor, and this one won't disap¬ 
point. Expect gags that poke fun at movies, TV, and even other 
games to crop up frequently. 

Since the series' first-person days on PC, multiplayer action 
has been an important component. You can expect 
that to hold true for this outing as well, with a 
full Dukematch mode being planned for two 
^S||SSRP^ players that'll offer six unique levels. 

Duke Nukem: Planet of the Babes is set 
for release in July, so look for a full 
!Ul vlflflBBHH review soon. 


A There are plenty of new enemies to 
contend with, including mutant gorillas, 
plus returning foes like the pig cops. 


These babes aren't helpless by a long 
shot — they'll even help you take on ene¬ 
mies every now-and-again. 


The sniper rifle isn't just for wow factor 
— you'll actually need to utilize its precision 
to save babes and off otherwise 
unreachable enemies. 


A Some of the weapon effects, such as 
this massive Rocket Propelled Grenade 
explosion, are brilliant looking. 


Cry y 


Duke can swim and fire weapons 
simultaneously, which makes for some 
interesting gameplay dynamics. 
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T Fire up the laser and 
viola! The door (and 
the enemies behind it) 
are toast. 


can also 


▲ The door out of this room's locked 
tight. The only device in here is that 
large laser cannon over there... 


▲ Using Duke's ability to push and 
puli objects, you can move this giant 
mirror into its line of fire. 
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A Duke'll need to use his new abilities, such as climb¬ 
ing from overhead rafters, to reach certain areas. 



Duke's an action hero, first and foremost, so his choice of weapons 
is suitably over-the-top. For this adventure, he's toting new firearms, 
including a laser cannon and flame-thrower. 



Fhe sniper 

i view of your enemies 

t«;hnir fnr Itrtinrr tin hporl-shoK. 


A The loser cannon is fittingly futuristic 
and deals out large amounts of green 
beam damage. 


a Another 
thrower, sets 
hits them. 


the flame- 
when it 
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Publisher Ubi Soft 
Developer LJbi Soft 


Release Date September 
Type Action/Platform 



July £□□□ 
http : / / w iu ui . □ fll L Y-R fl □ -H R . c □ m 



mmm 


... 


. : av 


L^| already out, the game is finally on its way to 

. ■ 

PlayStation, where the original Rayman made its debut 
in 1995. The first game has sold over five million copies 
worldwide, and has thrived as one of PlayStation's "Greatest 
Hits" titles. This time the graphics are in full 3D, with 
DualShock analog control and even PocketStation support 
(does this mean that Sony is finally looking to bring its PDA 
to the U.S.?). 

The game is massive, with 20 worlds split into a whop¬ 
ping 50 levels, plus beating the game opens up a secret 
bonus level that looks and plays more like the origi¬ 
nal 2D Rayman. Although the look of the game is J0& 
different, Rayman's signature moves are still 
here. He can spin his hair to fly like a helicopter, 
fire his fists, swing from rings and more. 

The story focuses on Rayman trying to MBI1 
save his world from a band of intergalactic 
pirates. His friends have a bad habit of getting (MnH* 
kidnapped every other level, so Rayman's got 199HK| 
a lot of saving to do. This game is much more 


The near-final version of the game we played was very 
promising. The graphics are very nice, and it plays like a good 
platformer should. We should have the final word next 
month, when the final reviewable copy arrives at our office. 


fwm, 
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A Rayman spends all of his time rescuing 


creatures that have been kidnapped by the 
evil pirates. Even Rayman's buddies keep 
getting kidnapped! 


▲ Rayman's patented 
"helicopter hair" maneuver 
is back, and is especially 
invaluable when trying to 
cross long distances. 


► Of course, there are tradition¬ 
al swimming levels, too, which 
Rayman has to find his way 
through before his air runs out. 




A This game can be fiat-out gorgeous 
at times. Areas like this one show off 

colors 


Some of the enemies in this game are just 
massive! Of course, the bosses are big, but 
even some of the standard bottom-level bad 
guys are giants 
his hands full... 


some amazing 
interesting designs 


very 


m ■ ' ■ ■■ 




A Running through the water leaves 
behind a really cool splash effect — 
just one of the many nice details in the 
game's many worlds. 


f The graphics in this game are great, 
with nice lighting and bright, pastel 
colors. 3D graphics suit Rayman well! 


A Even the barrels are against you! This beast packs 
quite a punch, which Rayman is unfortunately find¬ 
ing out in this picture. 




fou at the 
n-seeking 


A The pirates sic this huge robot boss 01 
end of one of the levels. He fire 
bombs, so you'll have to run fast. 
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► In some levels you spend 
the whole time sliding down¬ 
hill, trying to dodge whatev¬ 
er dangers get in your way 
(it's a lot like the sliding levels 
in Mario 64). 




***** :■ 




A In one level, you've got to pi 
rodeo and ride a running rocket 
hey, we're not making this stuff up 
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Publisher Agetec 
Developer ASCII 


Release Date Fall 
Type RPG 
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ell, it seems like an eternity in coming, but Agetec's long-delayed RPG Maker 
is finally making its way stateside. As its title suggests, this construction kit on 
a disc is designed to let you create your own role-playing adventures of the turn-based, 
2D variety from the ground up. 

The disc contains hundreds of sprites, background tiles, and other elements that are 
necessary to create the looks of your game and also enables you to create your own 
character and monster sprites. You can also create your own dungeons, special attacks, 
and magic spells and then save the whole thing to a memory card — or use multiple 


memory cards if you want to create a mammoth RPG epic. There's also a complete sam¬ 
ple game to use as a reference in constructing your own adventures. 

Of course, you'll also be able to edit dialog, game events, monster encounters, and 
ail the other necessary game components to your liking. So, if you love role-playing 
games and have always wanted to try your hand at game design, you'll definitely want 
to keep an eye out for this unique offering. 
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A There are plenty of pre-existing character and enemy sprites to choose from — but if 
you don't like them, you can make your own. 
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A The battles may not be the most advanced 
you've ever seen, but hey, you're getting to 
choose when and where they happen. 
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A Every aspect of your adventure, from 
character movement to game events, can be 
customized using this simple interface. 


A You can even create and name your own 
magic spells. This one gives your opponents 
a bad case of Pink Eye... 


A There are several hundred dungeon and 
overworld background titles to select from 
in creating the look of your game. 



Publisher Capcnm 
Developer Capcam 


Release Date Fall 
Type Action 








emember that 
he has to pull 
. the trigger 
L to shoot? 


n~B e've seen the terror on the faces of the Resident Evil series’ stars 
^^3 for three games now, but have you ever wondered what it's like 
) witness all the zombie-blasting carnage from their point of view? That's 
exactly the premise behind Resident Evil: Survivor. Putting you in the 
shoes of a young man named Ark who's suffering from amnesia, the 
game is played from a first-person perspective, so when you con¬ 
front zombies, mutants, and other enemies, they'll get right up in 
your face. 

Originally a light gun blaster that wasn't confined to rails, the 
game has been re-tooled to be more like a first-person shooter on 
PC — only with a lot of EE-style adventuring and 
story progression. Just like the other RE 
games, you'll be able to use special 
items, find new weapons, and solve 
various puzzles as you fight not only T^ip£!21S 

to fend off the zombie hordes, but | || jl SLII 1 
to unravel the circumstances that jp . 
landed you smack dab in the mid- $ 
die of them to begin with. ^ KHH 


► ine series dark 
atmosphere and 
. visual style looks 
^ to be captured 
■ perfectly. 


This is Ark 
He can't 
remember a 
damn thing... 


W JS£SSUS 


, 6 umcr 


The game's environments are fully polygo 
nal, so you'll be able to blaze your own patf 
through each area. 


iwujx 


► Expect lots of familiar enemies from 
the first three games to return, including 
poisonous giant tarantulas. 


A If you thought zombies looked frightening from the third 
person, you haven't seen anything yet. 


enough to begin with 
until you see what Hi 


with bullets 
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Animated Blood 
Animated Violence 
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Q here are more games and modes in 

Gekido than members of the Naps 
team who created it! The game's 
Urban Fighter mode will please ajiy fans of the 
"beat-em-up" genre (ala Final Fight and 
Streets fu Rage). The game's Arena and 
Shadow Fighter(hidden) modes will satisfy tra¬ 
ditional fightinr 'game fans. This guide will 
give you all the information you need to get all 


the game out of Gekido. Included 
is a complete list of the four main 
character's moves (so you don't have to 
rush for pen and paper every time you get a 
hidden combo revealed); instructions on 
how to unlock every mode, character, k 
route, and arena in the game; and tips I 
on how to crush your friends and com- 1 
puter opponents. 
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STANDARD MOVES 


Carousel Punch 

Jump Kick. 

Jump Punch. 

Throw. 

Crotch-Crush.... 


/ m x 

mue * normal \ 

OUY — /'KNOW, 
I'M M OX ALL THAT 
GREAT, BUT I 
v PON'T SUCK, J 
EITHER. 


A Boot to the chin 


► I'M THE X 
CHICK, SO OF 
COURSE THAT 
MEANS I'M NOT 


BUT I'M REALLY 

^ fast, y 


Foot Sweep. 

Low Heavy Punch 
Low Light Punch. 


mW -■' 


AIR MOVES (Press LI One Time) 


Jump Kick 
Air Punch. 










Travis is the good old "American Street Brawler" 
type. He's like a jeans' ad character come to life. 
He's one of the "good guys", b it fights plenty dirty, 
In general, he's a standard, well-rounded character 


ADVANCED COMBOS 


Punch Combo ... 
Backhand Combo 
Glow Combo ... 
Mo' punch combo 
Long round kick: . 


.. □ □ □ A □, L2 +A 

. A A A □ □ 

.X X X, □ + X, X 

.. . A X A A □ A 

X X X, L2 + X, LI + X 


Light Punch 
Kick 


SPECIAL MOVE 


Quick Round Kick 


L2 +A + □ , LI + X 


Michelle is an ex-army operative, who's anxious ► 


Street fighting 














































































































July 20 □□ 

mTP!//www»DfllLY-R-RD-FI , R.cam 





/ I'M THE N 
B\& BRUISER - 
THINK HAGGAR 
IN FINAL FIGHT. 

ME PUMMELS 
V PEOPLE. ^ 


/ I'M THE X 
' HARPCORE > 
MARTIAL ARTS 

ouy — you oet a 

MIX OF STRENGTH 

V AW SPEEP / 

V WITH MB. y 
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Foot Sweep... 
Crouch punch 


AIR MOVES {Press LI One Time) 


Flying Kick. 


ADVANCED COMBOS 


Fists o' Fury.. □□□AD 

Smack down..... A A , L2 +A , L2 +A 

True combo..... A A X X 

Board-splitter combo.... A A X A 

Board-splitter.. A A A , L2 + □ 

Board-splitter combo. A, L2 +A , L2 +A 


SPECIAL MOVE 


CROUCHED MOVES (Keep L2 Pressed) 


Foot Sweep.... 

Low Fieavy Punch:. 

Low Light Punch:..... 


AIR MOVES (Press LI One Time) 


Splits punch.....X 

Temper punch:... ...A 


ADVANCED COMBOS 


Punch/Kick combo. □ □ □ X X 

Punches a Plenty... .□ □ □ A ,L1 +A 

Small Punch Combo.. A A □ 

Roundhouse. A A , L2 + X 

Temper Kicks LI + X ( L2 + X 

Kick combo.....X X X , LI + X 

Temper Combo: .LI +A , LI + X 


A Bruce looks like he's finally achieved The Glow! 


Can you say "Bruce"? Tetsuo is the traditional mar¬ 
tial arts character. His attacks mostly consist of 
kicks and throws. He's fast... real fast. 

STANDARD MOVES 


1^3 1^ 0 h n 0 cl 0 f ■*«**■■ i a. ■!■■■■»■■#-* a * ■ 1 * * ■ *■*■** S J w * ■ ■ « i ■ ■ r i i r i i r i r l H" 


A Torch-nado. 


W- 




VII 


► to show she's more than your typical leggy 
female fighting game character. She's fast, and her 
moves are fast The "Now you see me, now you 
don't" move allows her to completely jump over 
opponents. It's her one distinct advantage over the 
other characters. 


STANDARD MOVES 


Now You See Me, Now You Don't: LI + X + □ 
Throws... □ + X or □ + 


LI +A + □ , L2 + 


A 









Board splitter.L2+A ] 

Throw . □ + X i 

Armbreak with smack. □ +A, 0 

Amnbreak and throw... □ +A , . 
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► slow. Take advantage of his size to pick up 
almost anything on the screen. While the other 
characters scurry to find a box to toss at you, 
you've already got an entire car flying their way. 


CROUCHED MOVES (Keep L2 Pressed) 

Footsweep .. X 


SPECIAL MOVE 


Spinning Blades. L2 + □ +A 





He's a brute force character, and most of his moves 
reflect that. 


AIR MOVES (Press LI One Time} 


STANDARD MOVES 


Flying kick 


▲ That Ushi is agile, like a ballerina. 


ADVANCED COMBOS 


Double-fisted... AAA 

Up and Down Punch.A, L2 + A , L2 +A 

Big Board Splitter. □ □ □ A 


Weighted Punch. 

Throw........... 0 a - X 

Ear-toss..., 0 


► Did you know that the 
promotional art was done 
by top comic artist Joe Mad- 
ureira? It's true, it's true! 
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® IT'S BETTER TO use the third rage 
level with the special "wipeout" move 
right at the end of the rage time 
because that move takes away your 
"rage time". 



someone throws something at you, 
catch the damn thing. 


© WHEN AN OPPONENT throws an 


© YOU CAN AVOID an object that's 
been kicked at you, by just jumping . 

(§ AN OBJECT THAT'S been kicked 
at you can be can blocked and sent 
back by hitting the object when it is 
close to you. : 

© YOU CAN BEAT a special move 
with a thrown object or another special 
move. 

© A RAGE MOVE can be stopped by 
throwing an object at the opponent. 

© IT'S GOOD TO use the lock func¬ 
tion on the controller before you kick an 
object at an opponent (see your instruc¬ 
tion manual for how to use the lock 


object at you, you can grab it out of the function), 
air using the grab buttons (X + □ or □ 

+ ). © BY PICKING UP the light objects, 


you will discover bonuses (health, 
power-ups, dinners, burgers, etc...). 

© BY PICKING UP the heavy objects, 
you will find weapons. 

© IF YOU KICK objects, you will 
remove the hidden bonus. Only kick if 
you need to hurt somebody quickly. 

© YOU CAN COUNTERATTACK an 

opponent's throw or combo throw by 
pressing your own throw combo (X + 
□ or □ + }. This is tricky, because of 
the short time to do it. 

© IF YOU STAY crouched, opponents 
can't grab you. 

© BEFORE USING YOUR last bullet, 
check the ground and under objects 
for ammo. 


© PICKING UP ENEMY bodies will 
also reward you with bonuses. 

m IN THE STORM canal stage, it's 
better to throw enemies against the 
water or to use the wipeout move as 
much as you can. You will lose a bit of 
energy, but you will have more time to 
find a way to escape. 

© MOVE AWAY FROM bosses once 
you've knocked them down. Usually 
they will use a wipeout move to make 
sure you're not standing next to them 
when they get up. 

© TO EASILY CRUSH the bikers, you 
should use the wipeout move. The 
other ways to beat them are to throw 
objects at them, or jump kick them off. 
it takes two attempts and you have to 
be very accurate. Once they knock you 
down, they will run you over repeated¬ 
ly (It's safer to use the wipeout moves}. 
















































































































































































If you finish the game with one of the six cha 
now available you get: 


Akujin, last playable character for the arena 
Ail nine characters are playable in heavy rot 


To get the full experience of Gekido, you will need to 
play almost every route, the two main modes, and 
every character. This is a complete list of what you’ll 
need to play to unlock each feature in the game. You'll 
be able to unlock three hidden modes of play, five hid¬ 
den characters, all the combos, alternative outfits for 
all the characters, and one hidden "heavy" route 
through the Urban Fighters game with new sections 
of gameplay. 


now available, you get the "St 


SHADOW FIGHTER 

(You get access to tl 
"Urban Fighter" route) 


And here's Travis again, modeling more of his costumes* 


Two main routes 


lyhvikY ■ 

IP 

:y r .v 


If you finish the game with both characters on th 
same route you get: |§j 


Tetsuo & Ushi 


Second route 


A hidden character. Travis and Michelle’s route wiil 
give you Gorilla. Ushi and Tetsuo's route will 
give you Kobuchi. These characters are available in all 
modes of play. 


If you finish the game with one character you get 


An extra mode — first time "Shadow fighter", [ 
second time "Survival", third time "Team Battle". I 
The character selected with all its combos set 
available in the normal game. 

Four different outfit sets for the character. ! 


If you finish the game with the hidden characters 
{Kobuchi and Gorilla), you get: 


An extra character playable in the arena mode. 
Kobuchi will give you Angela, and Gorilla will give 
you Kintaro. 

The character selected with all its combos set 
avail able in the normal game. 

‘ ■ T ’ '*■ • , M y • ‘ . •• ■ , v •‘•'j ;.yv, 

Four different outfit sets for the character 


Here we see the mysterious Shadow Fighter mode 


Note on selection of outfits: To select which outfit you 
will be wearing, use the shoulder buttons in selecting 
your character (on the character selection screens.). 
Each shoulder button (LI, L2, Rl, R2) will result in a 
different outfit. 


To get all the nine multiplayer arenas that are c 
in the game, you will need to complete this me 
tiple times. 

You can select a character from the main fc 
acters (up to nine after you clear all the routes in 


■> ■. 


■w; v. 


If you finish the game with the two hidden charac 
ters on both of the two main routes, you get: 


ferent opponents (in some matches, you also figh 
against two opponents together). 


The "heavy route" (now default), a unique, new route 


acters, you get that character's arena available in Arenc 
mode (i.e. If you finish this mode with Angela, you wil 


Here's Travis modeling two of his 


outfits 


f WHEN THE ENEMY "Martin" 
(hefty man in white) is on the screen, 
go straight for him. He has a machine- 
gun... and it hurts. 


© DOGS TAKE PRIORITY over nor- 
PPP^TYtal enemies. Jf they latch onto your 
throat, they'll do a lot of damage. 


m TO AVOID USHI'S 



stay crouched 


# 


special move, 



® IF A STANDING opponent shoots 
at you, crouch. If he's the one doing the 
crouching, jump at him. 


H IF YOU ARE playing a big character 
(Gorilla or Ushi), wait until your oppo¬ 
nents are on top of a big object (or 
throw them there), and then pick up the 
object and throw it. 


# IF YOU ARE using a slow character, 
it's a good idea to use lock mode and 

; p: - 1 : lH 




m 




6* Gekido features an evil bunch of ugly 
mugs, but don't worry. With our strate¬ 
gy, you'll be able to kick plenty of bad 
guy butt! 


don't move the joy pad. You will block 
opponent's hits when they're doing a 
fast hit combo on you. 


opponents, and get in a cheap 
from behind. 

# WHEN PLAYING MULTIPLAYER 

let your opponents wear each 
down, then pounce. 


# ALSO WHEN PLAYING MU 
PLAYER, look for cheap shot 
nities. When your opponent is worki 
on his other enemy, nail 'em inuthe back 
with a shot from across the arena. 
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code FiH 
□F rhe manrh 


Every month there's usually at least one code in Code Junkies that totally blows open a game or 
increases the fun factor of a title to another level. Each month we pull out those exceptional codes 
and cheat gems and award them with the dubious honor of Code Fix Of The Month. Look here for 
the hottest of the hot codes for the best games each month. 






Are bad camera angles and lousy control getting in 
your way of seeing all the game has to offer? Weil, no 
worries, we have some cheats for you. One will let 
you use any weapon at any time with unlimited 
ammo and if that doesn't help, then you can 
also try a level select code we found. 


The level select is entered at the Main 
where you choose Bootcamp, Campaign 
Multi-player. Press and hold □ + LI + R1, 
enter ♦ + You will hear a voice scream ' 
"yee haw!" when done correctly. Then choose 
Campaign and you will be brought to the Act screen 
and three acts will be selectable. Choose one 

then highlight 
level of your choice 
and press X to enter. 


First enter the Level 
Select code at the Main 
Menu, then listen For a 
"yee-haw" to confirm that 
you entered it correctly. 


Choose Campaign 
after entering the Level 
Select code to open the 
level select menu. 
Choose an Act and you'll 
be brought to a screen 
like tfiis one, where you 
can select any level. 


All Weapons 

Once you get into the game, you can access a 
the weapons with unlimited ammo by pausing 
action and then quickly pressing □ R1 
LI. When done right, you will hear a voice say 
"nut cracker” and the words "Power Up" will 
r and disappear. 


Pause the 
game and then 
quickly enter 
the code to 
unlock all of 
the weapons 
in the game. 
The words 
"Power Up" 
will appear 
when the code 
is done right. 


X 
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X 


Q 

A 

X 
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X 
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X 
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After entering the 
Weapons code, return to the 
game and you should 
notice that none of the 
weapons have an ammo 
counter. You're completely 
free |o blast away until 
your malicious little heart 
is content. 









Lots Of Softball Cheats 


Considering the silly nature of Softball Slam, it's not surprising that 
there are some fun cheats to try. They include hidden taunts you can 
direct at the opposing team and a hidden Endurance mode, but the 
coolest is the Ball Cannon code that will let you determine exactly 
where the ball will go once it leaves the bat. This single code can total¬ 
ly change the way you play a two-player game. 


^ If bail will go once it's hit. You should notice that at the top of the screen 

there will be a new display showing the coordinates of where the ball 
will land and how fast it will go. By adjusting these indicators, you can 
direct the bail to anywhere in the field. Press and hold L2 and use the 
D-pad to make any adjustments. 


•r 


A To activate the Ball Cannon, you 
must first pause the game, then 
enter the code. Re-enter the code 
to deactivate the Ball Cannon. 


IHiSHs 


Winning can be pretty sweet, but is even more satisfying when you 
can heckle and demoralize the other team in the process. On the other hand, with 
ail the trash talking goes on around the office, we don't need our games doing it as 
well. To taunt the other team, simply press R2 before you pitch the ball as the pitch¬ 
er and before the pitcher throws the ball when up at bat. Each player has a few dif¬ 
ferent phrases, which they will recite randomly. 


Ball Cannon Controls 

D-pad ♦ or Increase/decrease the vertical angle 

D-pad «■ or ♦.increase/decrease the horizontal (field) angle 

or X .Increase/decrease the initial velocity 

Note: When adjusting the above, you normally get increments of 5 

Ifdegrees or 5jMPI§. jfor finer adjust¬ 
ments, hold down R1 or R2 to get 
increments of 1 degree or 1 MPH. 
Hold Rt + R2 to get increments of 
O.t degree or 0.1 MPH. 


oai wnnon 


The ball cannon cheat allows you to take control of the ball after it has been hit, which 
can be very convenient when you absolutely have to win. To enter the code, pause 
the game during gameplay by pressing START. With the game paused, press LI L2 
LI L2 LI L2. When entered correctly, you will hear voice say, "Hey, throw 'em a 
tater!". Unpause the game and use the following controls to predetermine where a 






« After entering the Ball Cannon code on 
the pause screen, a display will appear that 
shows the coordinates of where the ball 
will go if hit. Use the Boll Cannon controls to 
make adjustments to the display, thus 
determining where the ball wilt go. Be sure 
to press and hold L2 to alter the coordinates 
and speed of the ball. 
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More Test Drive Codes 


We brought you some codes 


game in a previous 
issue, but now we've found a bunch of new stuff and these 
are the best cheats yeti Not only will you be able to open all 
the cars and tracks in the game, but there are also some 
wacky modes and hidden graphics to check out, including 
one that turns your driver into a bikini clad girl. Cool! To enter 
the following codes, go to the Name Entry screen you reach 
by entering the Options menu from the Main Menu and 
then choosing Game Options and then select the Enter 
Name option. In most cases, when you enter a code cor¬ 
rectly, you will immediately be taken into a race. 


Nashville Predators, among others, lo access 
teams, enter the name BAILEY when promp 
selecting a mode to play, like Arcade. On 

screen, scroll to the bottom of the team \ 

■ 

menu to find the new NHL teams. 


A Al! the cheats are entered into the name screen reached 
through the Options Menu or reached after you finish a race. 
Most cheats, when entered, will take you right into a race. 


Most cheats, when entered, will take 




which prompts you to enter a 
name. This screen is where you < 
the code. 


- im 


A The Space Race puts you into die space shuttle on some kind 
of interstellar freeway. Watch out for the edge of the road as 
you can easily fall off. 


w you can finally find out if a slice of pizza is faster than 
dog in road race. Faster to where is something we don't 
f want to think about.,. 


nately, the hidden cars are made of very few poly 


A Enter in the JACKPOT cheat to get the girl 
that appears after finishing a race to show 


on me loading screen 
up in a bathing suit. 


look pretty blocky. 
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Super Center 


Name 

Joe Sakic or Peter 
Forsberg 
Sanciis Ozoiinsh 
Patrick Roy 




Mini II til ii«i uni 


* 

: m 


Super Defenseman 
Super Goalie. 


9^ TOO ^ 

r MUCH GUM IN 
MOUTH... cm”r 
, 8RBATHB 


TAKE 

BACK WHAT 

YOU SAW ABOUT 


■‘■’V."V, , 


avorite team, the announcer will refer to him as ’The 

he is referred to as The 


iae‘ during a game 


less. We wonder if there are any other nami 
unlock hidden names used by the announcer? 


If you're looking to create a super team with players 
that have extremely high stats, as! you have to do is 
enter the Create-A-Player mode and enter the follow¬ 
ing names. When you enter the names, you must use 
both their first and last names. After correct name 
entry, a message will appear, which asks if you would 


the name to any name you wish, but be sure to not 
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The Dude 


. 

Here's a fun 
A-Piayer me 

little trick to try. If you go into the Create- 
)de and make a new player using the 
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made it. For your convenience, we've gathered 



iishers. Most of the numbers are 900 toll calls, so be 
warned—they will cost you. If you are under 18, you 


ines (other than our own), so we aren't responsible 
or the information available on them. 
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Acclaim.(516) 759-7800 




Bandai. 
Capcom 
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Midway/Williams.(903) 874-5092 

.(900) 737-4468 

.(900) 737-2262 
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.. ......... (900) 370-5583 
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Technos 
Tecmo... 
THQ. 
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.(310) 787-2900 
.(900) 370-HINT 
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Unlock the secrets within this 
long-lost place and time 


Recreate the world of Fa'Diel 
with powerful artifacts 


Explore and battle in this 
immense/ unique land 


Experience a story of incredible 
depth and flexibility 





Mild Animated Violence 
Suggestive Themes 


CONTENT FATED BY 


ilL 


©1999,2000 Square Co., ltd. All rights reserved. SQUARE SOFT 
and the SQUARESOFT logos are registered trademarks of Square 
Co., Ltd. LEGEND OF MANA is a trademark of Square Co., Ltd. 
PlayStation and the PlayStation logos are registered trademarks of 
Sony Computer Entertainment Inc. The ratings icon is a trademark 
of the Interactive Digital Software Association. 
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Infinite Gold 


Infinite Health.8006771003e7 

8006771203e7 
8006771403e7 
8006771603e7 

Infinite Gold.800677060010 

Rising Sword.8006746cQD24 

Valar Shield.8006746e002c 

Infinite Keys .8006744e0100 


A i 

\ v'.- r 










FCS Parts. 


Have All Optional Parts. 


:V 


..80036ffe0101 
80037000 0101 
30037002 0001 
..80037058 0101 
8003705a 0101 
8003705c 0101 
8003705e 0101 
80037060 0101 
...80037068 0101 
8003706a 0101 
8003706c 0101 
8003706e 0101 
80037070 0101 


Infinite Health.. 

Infinite Items..... 


Infinite Mana. 

Infinite Weapons. 


Maximum Accuracy... 

Maximum Health. 

Maximum Mans. 

Maximum Spell Ranks. 

Maximum Spell Ranks. 

Maximum Strength. 

Maximum Weapon Ranks. 
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801051d07530 
..800f1d0c752f 
..500005020000 
801051022710 
..801051e0752f 
..500004020000 
8010513c0001 
500002040000 
8010515c2710 
,.800f1d1003e7 
,.800f4e28752f 
. .801051 e4752f 
..500008010000 
..301056540004 
,.800f1d0e03e7 
..500004010000 
3010565e000e 
500002020000 
3010566e000e 


Extra Characters. 


PI 1-Hit Death 




,800e34b40010 

800e34f40001 

.d00c994400c8 

800c99440004 


Place 1st. 

Unlock All Tracks And Boats. 


8009dd580001 

800a223c0000 

800a223e0000 

800a22400000 

800a22420000 

800a22440000 

800a22460000 

800a22480000 


- “ - 




0= - . W-::; 
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infinite Creation Points.801dcc4800c8 

1 Ball For Walk.d00b92740000 

800b92740003 

Never Strike Out.800b92720000 

1 Strike For An Out. 

1 Out Per Inning.cl00b92700000 

800b92700002 

2 Outs Per Inning.d00b92700000 

800b92700001 


ttr. 


CH-H 


NLEflSWEO 


Infinite Cash....800bdc960090 

Disable Timer...800c1ce80100 


80037072 0101 P2 1-Hit Death...,d00c9b2000c8 Extra Vehicles {Quick Race Mode)...,800bd6580007 


nfinite Money.8003ea760010 


800c9b200004 Automatic Win {Chase Mode) 



After 'st Save Ail Levels Unlocked ..800f7ad80002 


800f7adc0006 

Infinite Health.800feb7c0250 

Infinite Health PT Boat.800feca017f0 

Infinite Health Jeep.800ff80814b0 

Infinite Health Tank....800ffa50ead0 

Infinite Health Train.80100c901 ff0 

Infinite Grenades.800f89980909 

Infinite Bazooka / Mortar.800f899a0909 


Infinite Flamethrower/Auto Rifle.800f899c0909 



Infinite Lives P2 .801101400009 

PI Ship Excalibur.800df7c40003 

Excalibur.800df7c80003 

Lives PI Classic.801118480009 


Lives P2 Classic......80111848000c 

Enable Classic Asteroids.801104280001 


All Armor Talismans.500009010000 


30105563000' 

All Shield Runes..500009010000 

3010556f0001 

Ai! Shields.500003020000 

801051720001 

All Spells.500008010000 

301056490001 

All Weapon Talismans.500009020000 

8010519c0001 


Special Difficulty (New Game).800d188a0003 


Have Black Guard Armor.801051 f00004 

Have Scepter of Regency.801051 dcOOOl 

Infinite Gems.500009020000 


□ KHFlGaN VflLDfi 


Max HP. 80089s6e03e7 

80089a7003e7 

Max MR.80089a7203e7 

80089a7403e7 

Max Val. 800a2180270f 

800a21820000 



Infinite Rockets. 

Infinite Missiles Air-To-Air 

Extra Armor. 

Enable All Levels. 


e0034e2d0000 
30034e2d1010 
80034e20 0400 


Rion: infinite HP 
Rion: No AP. 


801af97200c8 

801c2f9c00c8 

801af96c0000 


Rion: Infinite Nalcon..801af97800c8 


Rion: Infinite Red 


.801af97c00c8 


Rion: Infinite D-Felon .801af98000c8 

Rion: Max Psychic Level.301c2fa600c8 

Rion: Have D-Felon...801af9aeffff 


Enable All Movies.801fd004ffff 

801 fd00600ff 


Do Not Use With Disable T 1mer..800c1ce8ffff 

99 Points In Tournament Mode.800bdc9a0063 

Tournament Trophies.800bdfe80101 

800bdfea0101 
800bdfec0101 
800bdfee0101 
800bdff00101 

Racing Trophies.800be33c0101 

800be33e0101 

800be3400101 

Weekend Trophies:.BOObel580101 

SOObel5a0101 



Infinite Para 
Infinite Gravity 

99 E-Chips.. 

100% Shields Mission 12 
Tons of Points. 




Infinite Credits..800b24040000 

Press SELECT for Hidden Character d40b2cbc0100 

Infinite Health PI.8G0b! 

Infinite Force PI.800b2 


801051ae2710 


Infinite Special PI.800b228c000a 
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*"*l800b241 aOOOa 

Infinite Health P2.800b24280064 

Force F2 . 800b24300064 

ial P2.800b2116000a 

800b2436000a 

Max score PI........800b240805f5 

800b240ae0f f | 

Ait Secret Levels Unlocked.800ad29c OOOf 

Infinite Health Anakin.800b247c0064 

Levels Unlocked Pio Koon.50000a010000 

WMKM HHH ., f 3G0b26750001 

Levels Unlocked Qui-Gon Jinn.50000a010000 

300b26T90001 

Levels Unlocked Darth Maul.50000a010000 

300b26940001 

Levels Unlocked Mace Windu.50000a010000 

HH 300b26370001 
Levels Unlocked Obi-Wan Kenobi ...50000a010000 

300b25f90001 
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800ae6ba0001 
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TmFLS -Pi. a / HD DLL 


Enable All Rewards...80054d08ffff 

80054d0affff 

Enable All Legendary Players.80054d0cffff 

80054d0effff 

Enable Extra Stadiums.80054d 10ffff 

aaaaaaaaaaaaaaaaaaaaaiaaaaaaaaaaaaaaaaaaaaaaa 
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mm 


Mode.800f7ef00118 

No Skirt Mode.800f4ed00000 
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nfinite Health PI ..800a63960063 

Infinite Continues PI .800a06180005 

Infinite Lives PI .800a63640063 

Max Score PI .800a63446e7f 

800a63460651 

Stop All Timers.800a0834012b 

Rapid Fire PI.800a63840Q00 

Have All Passcards.800b6b840101 

800b6b820100 

800b6b860001 

Infinite Ammo PI.500012020000 

800a63c8G3e7 

800a63be03e7 

Always Have Laser Site PI.800a63f80001 

Always Have Orbs PI.800a63520003 

Infinite Health P2 ..800a69ee0063 

Infinite Lives P2 .800a69bc00063 

infinite Ammo P2 ..500012020000 

800a6a2003e7 

800a6a1603e7 

Infinite Grenades P2 .800a6ad00063 

Rapid Fire P2 .800a69dc0000 

Always Have Orbs P2 .800a69aa0003 

Always Have Laser Site P2 .800a65a500001 

Have All Keys.800b6bac0500 


AAAAAAAAAA 


AAAAAAAAAA 
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Max Score (Cash) .801c3894ffff 

801C38963400 

Max Credits (Slots) .801c387ce0ff 

801c387e05f5 

Always Hit Jackpot (Slots).801c3898ffff 
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WTW 



Fatal Fuay 


ld ■Hm-BITTON 


Sudden Death Mode PI. 

/ " W -" it- 1 -Up.-L Hi' £ ft I 


.d00ac04001b5 

mmpiy 800ace9a0001: 
Sudden Death Mode P2.d00ac04001b5 


i i aaaaaaaaa 
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•FRONT MISSION H 


Shunyo Max HP: Body.801e4fd203e9 

801e4fd401dd 

Shunyo Max HP: L.Arm ..801e503203e9 

801e50340246 

Shunyo Max HP: R.Arm .801e506203e9 

801e50640246 

Shunyo Max HP: Leg .801e500203e9 

801e50040207 

Shunyo Max HP: Body.801e523e03e9 

801e524001dd 

Shunyo Max HP: L.Arm .801e529e03e9 

801e52a00246 

Shunyo Max HP: R.Arm.80le52ce03e9 

801e52do0246 

Shunyo Max HP: Leg .801e526e03e9 

801e52700207 

Zenislev Max HP: Body.8011a01603e9 

8011aOI 803e9 

Zenislev Max HP: L.Arm .8011a01603e9 

8011a07803e9 

Zenislev Max HP: R.Arm.8011a0a603e9 

8011a0a803e9 

Zenislev Max HP: Leg .8011a04603e9 

8011a04803e9 

Kyojun Max HP: Body.8011a4ee03e9 

8011 a4f003e9 

Kyojun Max HP: L.Arm.8011a54e03e9 

8011a55003e9 

Kyojun Max HP: R.Arm .8011a57e03e9 

8011a58003e9 

Kyojun Max HP: Le.8011a51e03e9 

8011a52003e9 

Drake M2C Max HP: Body.8011a28203e9 

8011a28403e9 

Drake M2C Max HP: L.Arm.8011a2e203e9 

8011a2e403e9 

Drake M2C Max HP: R.Arm .8011a31203e9 

8011a31403e9 

Drake M2C Max HP: Leg.8011a2b203e9 

8011a2b403e9 
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Infinite HP (Story Mode).d30b27e02801 

800b27e06405 

Max Heart Score (Story Mode).d3066cc20001 

80066cc2000a 

Infinite Fight Health (Story Model ,...d30cdeba0001 

800cdeba0090 

Infinite Combos (Story Mode).d00d08a20001 

800d08a20003 

Easy Fights (Story Mode).d00ce24a0090 

800ce24a0000 

Infinite Health -Monkey Shoot.d30af240000l 

800af2400090 

1 Shot Win -Monkey Shoot.d00af242008d 

800af2420000 

Quick Win -Justice- (Story Mode).800d32a80000 

d00d59ae0000 
800d59ae001 d 
d00d4e0e0090 
800d4e0e0000 

Full Power -Lovers- (Story Mode) ...d00dd91a0100 

800dd91a0400 

d30dd8980023 

800dd8980060 

Infinite Time -Sun- (Story Mode).d30c36ec36d2 

800c36ec3a98 
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Infinite Misses -Sun- (Story Mode) ..d00c370c0011 

800c370c0000 

Quick Win -Sun- (Story Mode) .d00c36f40001 

800c36f40003 

Infinite Health -Judgement.d30d7c5a0 )7 : 

800d7c5a0090 

Infinite Super Combos -Judgement ,d00d2b620002 

800d2b620003 

Quick Win -Judgement .d00d7a860090 

800d7a860000 

Infinite Time -Tenor Sax.d30ac7f00001 

800ac7f0270f 

^ A. A A A AA A A A A.AAA A AA A A. AAAAAAAAAA A. A A. A AAAAAAAAAA 

Red Team Scores 0 .8009009c0000 

Blue Team Scores 0.800900e80000 

Red Team Starts W/5 Goals.d009009c0000 

8009009c0005 

Blue Team Starts W/5 Goals.d00900e80000 

800900e80005 

i A A Alii 

i lit Anywhere.80iab3062400 

PI Infinite Health .801e1df80090 

PI Infinite Strength.801e2o3c0090 

PI Infinite Mighty Combo Energy ...801 elf180900 

PI Infinite Gem Energy.801e1f1202C0 

801 e1f140202 

PI No Health.801e1df80000 

PI No Strength.801 e2b3c000Q 

!P1 No Mighty Combo Energy.801 elfl80000 

PI No Gem Energy.801 elfl20000 

801 elf140000 

P2 Infinite Health .801e20e00090 

P2 Infinite Strength.801e2b3e0090 

P2 Infinite Mighty Combo Energy ...801e22000900 

P2 Infinite Gem Energy.801e21fa0200 

801e21fd0202 

P2 No Health.801 e20eC000C 

P2 No Strength.801e2b3e0000 

P2 No Mighty Combo Energy.801e22000000 

P2 No Gem Energy.801 e21 faOOOO 

801 e21 fdOOOO 

Have All Cards .500020010000 

801fe55a0101 

Sudden Death Mode.d01e00981723 

SOI e1df80001 
dOIe0098T 723 
801e20e00001 

SUPER Sudden Death Mode.d01e00981723 

801e1df80001 
d01e00981723 
801e20e00001 
dOIe00981723 
801 e2b3c0000 
d01e00981723 
801e2b3e0000 
dOI e00981723 
801e1f 180000 
dOIe00981723 
801e22000000 
dOIe00981723 
801e1f120000 























































































G 



July £□□□ 
httfI//sju lu uu. □ fl 1 LY-Rfl DflR.com 

Drop us a line at PSM Letters, care of 
Imagine Media, 150 North Hill Drive, 
Brisbane, CA, 94005. Or even better, if you 
have access to e-mail, you can reach us 
at psm@imaginemedia.com. 



.4 It's summertime and the PSM staff is celebrating with their favorite summer toys! Yes, 
those are our toys... our cheap toys... our cheap, paper toys... Oh god... we were so poor! 


I'm beginning to get mad at some of the 
companies making Mech games. 
MechWarrior 2 was soooo much worse 
on the PlayStation than on the comput¬ 
er. Omega Boost is boring with more of 
a StarFox feel than a Mech feel. 
Macross Plus VFX2 never came out. 


The only good ones I've seen have both 
been made by Square. Xenogears and 
Front Mission 3 where the only ones 
that had the Mech feel to them (if you 
know some other good ones, then 
enlighten me). Why can't people get it 
right? The beauty of Mechs are the way 
they are made up, with parts, armor, 
humanoid looks and gigantic weaponry. 

I swear that if the new Virtual On game 
on Dreamcast turns out to be crap like 
Omega Boost then I might just have to 
cut my ear off. I think that a Gundam 
game should hit the U.S. shore and at 
least one Macross game (I know two 
that said they would come over here 


and never did). Are there any Mech 
games in the future? What was your 
favorite Mech game? 


Madd Mech Matt 
(no address provided) 

^ STEVE: Like you, Matt, I'm a 
huge fan of mech games. I finished 
Front Mission 3 a few months back, 


▲ Madd Matt wasn't fooled by the neat 
screen shots. He knows Omega Boost was 
pretty bad. 



and liked it a lot. i just wished that 
there were more things to do than 
just fight and watch story 
sequences... maybe next time. 
Xenogears was awesome, as well. 
It's interesting that you mention a 
Gundam game, because sources 
have told me that one is in the works 
for the Play$tation2! Now, that isn't 
the only mech title coming down the 
PS2 turnpike. You have the wonder¬ 
ful Armored Core 2, the adrenaline¬ 
pumping GunGriffon Blaze , the 
amazing looking ZO.E, the confus¬ 
ing Ring of Red and a handful of 
other games. As for Virtual On: 
Oratorio Tangram, I think you'll like 
it. It's fast, pretty and allows you to 
customize your mechs. What more 
could you ask for? 

Hey PSM people, I have a few com¬ 
ments and Qs for ya: 

1. Is it true that the PS2 contains mate¬ 
rials used in missiles? 1 heard on the 
news that now you need a permit for it. 

2 . Any word on when Sony will release 
it and what the price will be for the 
PS2, exactly? 


3. Will PSM automatically change to a 
PS2 magazine for subscribers? 

Hope you can answer these questions 
for me. See Ya! 


Rory Mouat 

rorymouat@hotmail.com 

►-RANDY: With its black color 
scheme and sharp edges, PS2 might 



A It's true, it's true. We went to the moon 
using an early model of the PS2. 


look a bit like a "stealth console/' but 
no, there aren't any missile parts 
making up its innards. The story 
you're thinking of had to do with the 
Japanese government banning 
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Each month, we put the controller down for a moment to focus on a different aspect of PlayStation gaming. We 
invite debate, so please drop us your opinion on this month's topic at PSM PAUSE, c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. Or, you can e-mail us at psm@imaginemedia.com (just be sure to put "Pause" as the 
subject heading). We will run the best of your responses here in Ibis section. 



This Month's Topic: 

What did you think of E3? 

his year's E3 spectacular has come and 
gone, and in your very hands you hold a 
guide to the biggest and brightest titles the show had 
to offer. So, what do you think? Was 
it all that it could have been, or were — 
there any missing pieces keeping you 
from becoming really excited? 

Now, I don't want to influence 
your own opinions with mine, but 
there are several places in this issue ——— 
where i make my feelings about E3 
known, so 111 echo them here.! thought it was a ter¬ 
rific show, maybe the best one ever. There were plen¬ 
ty of great PS2 games to see and play (no real sur¬ 
prises, but a solid lineup throughout). We got a big 
eyeful of what may end up being the best game of all 
time in Metal Gear Solid 2: Sons of Liberty. And even 
Sega and Nintendo's booth had some really good 
games to check out. That's very important, because 
as good as Sony is, we don't need them getting 
a really big head. Competition is always good for 
the market, and as gamers, we'll be the ones to reap 
the rewards. 

Having spent three days there, 1 will say that 
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Sega's booth was much more exciting than Sony's 
rot really in terms of the games shown, but there 
was just so much more going on with stage shows, 
dancers, and so on. Sony had an impressive theater 
with a PS2 laser-light show, but otherwise felt a little 
flat. This caused a lot of people to say that Sega had 
the better show, but my opinion is that you've got to 

look past the flash and compare the 

- games. I'm excited to play more of 

Sega's Jet Grind Radio, Phantasy Star 
Online and a couple others. Their 
online games look cool, too, if they 
can get them up and running soon. 

- But I'd trade all of Sega's stuff fo r just 

one copy of several PS2 titles, such as 
Metal Gear Solid 2, Dark Cloud f Gran Turismo 2000, 
Munch's Oddysee , Onimusha, and more. This latest 
batch of PS2 games just look THAT good. Of course, 
that's just my opinion, but it is MY opinion, and has 
nothing to do with! 
any sort of 
favoritism towards 
Sony or Play- 
Station2. I knows 
what 1 likes! 


C-HR1S 



i H u 


h p i h £ ** 


: gr-i: 

f o j: r 


i ft if* U. * 

* -IH « 


■ ihy p 


What makes a perfect PS2 
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are your responses to our Pause topic for issue 
34 (June, 2000). It was tough trimming down the 
tremendous amount of letters we received to the few 
that follow, so we tried to pick ones that took a slight¬ 
ly different angle to the subject. Now let's see what 
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you had to say... 


• . 


There has never been and never will be a ''perfect" 
launch. Somebody, somewhere will be unhappy. OK, 
so it won't have four controller ports — BIG DEAL. 
Go out and buy a $20 adapter. Sony would have prob¬ 
ably charged $30-40 more if they had added it in the 
first place. Stop nit-picking. You're about to spend 
$300+ on a system, but you can't afford another $20? 
The entire ideology behind the PS§ is to give con¬ 
sumers the best product for as little cash as possible. 
The ability to play PS1 games, DVDs and PS2 games 
is enough to buy it. Take the usual $200 price for a 
DVD player alone and knock it off the $299 price tag 
of the PS2. Then what you have is a superior game 
console that plays old and new games for about $100. 
Even if it didn't have backward compatibility, a new 
console is enough to make me run out and buy one. 

What else could people want? CD-R, MP3, mini¬ 
disc options built in? Stop complaining, people! Mind 
you, I think that the PlayStation2 will be the most suc¬ 
cessful launch ever, but it won't be the perfect dream 
console to end all game systems. 

George C. 

(e-mail withheld by request) 


think that for a perfect U.S. launch, Sony will have to 
do the following couple of things. First, I think they 
should pack in a modem and a hard drive, if possible, 
and keep the $300 price tag, so that when Sony does 
launch the online network, the PS2 will be ready for it. 
Secondly, I think they have to widen the selection of 
games so that people will be more prone to buy it 
instead of waiting for a lot of good games to come 
out. I think If they do the following things then they 
should have a successful U.S. launch and be the 
number one selling console ever! BANZAI! 

Adam Dupler 
adam@faiifieldi.com 

A perfect launch for the PS2 would have to include 
three elements.Price, launch date and game availabil¬ 
ity. A fair price would probably be around the $299 fig¬ 
ure. The launch date should be in September or 
October. This would perhaps cut down on some of 
the Christmas rush and give stores a chance to re¬ 
stock for the holidays. It would also give people a 
chance to get familiar with the console and decide 
which add-on components they would like, which 
could be made available by Christmas. Games should 
be made available in several different categories.This 
would increase sales at the launch. Gamers wouldn't 
wait to buy the console because a game in their pre¬ 
ferred genre would be available. 

Gary Onyski 

gman78 J 951 ©yahoo.com 

Considering the frenzy gamers here have been 
whipped into over the PS2, a great launch is pretty 
much a given. What would make it perfect? The best 
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thing Sony can do to ensure a successful launch is to 
have at least six glitch-free (important!) launch titles 
with a couple major franchises represented (e.g. 
Tekken, Madden). There should be a decent assort¬ 
ment of sports, racing, action, fighting... something 
for everyone. The worst thing they could do is deliv¬ 
er too few games or games with glitches. An 
October 10th release date should give companies 
adequate time to finish and quality-check their open¬ 
ing PiayStation2 titles. And while a $300 price tag is 
quite fair for ail that PS2 delivers, three or four $5-off 
coupons for games, DVDs, and/or music CDs would 
be a nice gesture. 

K. Clark 

darkcat@dt3.elmnet.net 


To make the PS2 launch perfect, you could not sell the 
console at $300 or higher. The PS2 needs a few more 
great RPGS and less racing games. The perfect 
launch date is 9-9-2000 because 9-9 has always been 
a big day. I'm a big FFfan, so that was a big day for 
me. The best thing they can do to help the launch is 
to have Final Fantasy 10 ready at launch, but too bad, 
that won't happen. The worst thing they can do to 
mess up the launch price by making it over $300. 

(No name given) 

Hworth1221@cs.com 

I think Sony should make the price $150. Why? 
Because from what I read about the unveiling of the 
PS2 at E3, Sony won't be including the Memory Card 
with the system, plus the multitap and other periph¬ 
erals will be at $30 and up. Now if you buy a multitap 
and extra controllers, plus Memory Cards, it'll proba¬ 
bly be around another $150, and then there's the 
games (sheesh). ! plan on buying at least four games 
at launch, depending on how much it'll cost. I know 
I'm not the only person who agrees with this. We all 
know what happens when the price is too high. Take 
the SATURN, NEO GEO, and 3DO for example. So in 
closure, keep the prices affordable, have 10 or 20 
games at launch, and leave the rest to us. 

If any representatives from Sony are reading this, 
just keep this as a thought. You have a lot of fans and 
loyal customers, so just decide a price that everyone 
can afford without so much as a hassle. 

Robert (Kash) Sampson 
kash n games@hotmail.com 


CHRIS: All very good points. Having just 
returned from E3, I can now pass on the good 
news that the PS2 will launch at $299. That's still 
a good deal of money compared to what older 
systems cost now, but I think it's fair. You get the 
world's most advanced game console, a DVD 
player, and a future gateway to broadband games 
and other content over the internet. Plus, our ver¬ 
sion of the PS2 has some nice improvements over 
its Japanese counterpart (see our fea¬ 
ture story for more info). It definitely 
looks like Spny's on the right track. 


mm 
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(Continued from pg. 94} 

export of the system because it felt 
the technology could be used to 
guide missiles — how, exactly, is any¬ 
one's guess. As for the U.S. launch 
date and price for PS2, we've got the 
full scoop in this issue's E3 feature, so 
give ft a look-see. 

On the subject of PSM becoming 
a PS2 magazine, well, we're not 
going to just change our focus 
overnight. There'll still be plenty of 
PS1 games coming out in the next 
year or so, and we'll continue to give 
them the same kind of coverage 
you've come to expect over the 
years. A lot of developers are shifting 
their focus to PS2 even quicker than 
we expected, so don't be surprised to 
see PS2 games featured more promi¬ 
nently in these pages over the com¬ 
ing months. In a nutshell, we want to 
continue to cover the games that'll 
interest you most, and it's looking 
like a lot of those are going to be on 
PS2 in the near future — but if a hot 
PS1 game comes along, you'll be 
able to read about it here too. 

Hey Guys, what's up. 1 wanted to say 
that your mag is the best in the world. I 
have a few brief, but important ques¬ 
tions to ask you. If you could answer 
them, that would be great. 

t. Have any of you guys played the orig¬ 
inal Metal Gear on Nintendo? That was 
one of my favorite games and I think 
that Meta! Gear Solid for PS followed 
greatly in its footsteps. Are there any 
plans in the works for a sequel on the 
playstation for MGS? 

2. In Street Fighter Alpha 3, occasional¬ 
ly, when you win, Shin Akuma will say a 
word in Japanese that sounds like a 
cross between ''shows'' and"shoes". 
What is this word and what does it 
mean in English? 

3. Who would win in a fight between 
Forest Law from Tekken 3 and Fei Long 
from SFA3? 

Bruce Vance Jr. 
morpheus320@juno.com 



a Bruce Vance asks the immortal question: 
Who would win in a fight? 


extraordinary screenshots, and maybe 
even some tips or codes. I know it 
would be a definite must have for me in 
the genres that i most interested in. Its 
just a starting idea, but I bet an issue like 
that would sell faster than free tickets to 
a Jennifer Lopez strip tease. 

Laugh6out9loud@cs.com 


►CHRIS: Sony is lowering its royal¬ 
ty fees, so third-party developers are 
now able to make PlayStation games 
at super cheap prices. Now obvious¬ 
ly, a big-name game that takes 
millions of dollars to make won't be 
sold as low as $10, but you will see a 
difference. Ain't it a great time to be 
a gamer? 



4 TYPICAL SATUPPAY 
NIGHT AT JENNIFER'S. 
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STEVE: Hmmm... I don't know 
about answering your questions. Is 
that all we are to you... answer guys? 
Hehe, I'm just kidding. Let's see what 
I can do. 

1. You bet. That was easily one of the 
best games on the NES. And yes, 
there is going to be a sequel to Metal 
Gear Solid However, it's gonna be on 
PS2. Look in our E3 feature for the full 
details on this amazingly hot title. 

2. He's saying "shiatsu", which is 
basically a form of massage. He fig¬ 
ures that after a long, grueling fight 
with him, you'd want to relax a bit. 
Actually, 1 have no idea what he says, 
it's just probably just some Japanese 
taunt, i'll check in on that and get 
back to you. 

3. Neither. As we both know, they're 
the same person. What, you think 
that there are that many different 
Bruce Lee impersonators out there. 
Nope. It's all the 
same guy. They use 
lighting and other 
effects to make you 
think otherwise. 


Have you guys ever 
considered doing one- 
shot issues that are 
based on each individual 
genre? it could just be 
an annual magazine that 
goes into depth of a cer¬ 
tain genre and discuss 
all the games that were 
released that year in 
that genre (or just the 
notables). It could 
include such things as 
reviews, previews. 


BILL: Jennifer Lopez strip tease? 
Now THERE'S a one-shot worth pub¬ 
lishing! As for your other idea, yeah, 
whatever. How could anything stand 
up to the Lopez idea? Seriously 
though, we're always looking for 
cool ideas for specials, so you never 
know. Wow f Jennifer Lopez... 


work at a Software Etc. and I have 
noticed recently that there are quite a 
few games coming out in the near 
future at 10 dollars or less! The games 
that our store computer lists as coming 
out for $9.99 include: Bass Hunter, 
Darkstone, Grudge Warriors, Martian 
Gothic, and Spec Ops. 

i also noticed that lots of games are 
coming out at $20 or $25. What do you 
think about the lowering costs of 
games? Will it help the PS continue to 
sell, or will America's favorite console 
still be quickly wiped out by the 
PlayStation2 tsunami? 

John Snyder 


Hey, sup guys, just got a couple of ques¬ 
tions for ya: 

1. Why would they make a system in 
the PS2 where you use a credit cad to 
buy things such as new levels and "add 
ons” to your game. First of all, a large 
chunk of the soon to be PS2 owners 
such as myself, will not have a credit 
card to use. And second of all, why 
would you go ahead and buy new 
weapons and armor? You already 
bought the damn game. You see, I 
agree with the broadband network, I 
just don't agree with the whole "use 
your credit card to buy stuff over the 
internet" thing as do most people. Now 
it might work if they could just bill you or 
something. Do you agree or disagree? 

2 . What's so special about the 
Dualshock2? It looks identical to the PS1 
black Dualshock control. What would 
actually improve the control would be to 
make the buttons taller, just by maybe a 
millimeter or two, it makes a surprising¬ 
ly big difference. 
Plus, a longer cord 
would be great. See 


where 

from? 


m coming 


A The entire PSM staff is completely behind the idea of a Jennifer Lopez game — 
We just wish we'd thought of it first! Will somebody please make one? P/ease? 


3. When PS1 games 
are played on the PS2 
will the loading time 
be faster? 

Well, thanks for your 
time. Which fed do you 
think is the best, WWF, 
ECW, or WCW? 

Brian Kienzle 
Kiekle1@hotmaii.com 
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'►STEVE: Well, we've had a lot of 
feedback about the whole credit 
cards/PS2 article that we wrote. 
People just have to keep in mind that 
these are just our ideas about what 
would be possible. Sony would 
never charge you actual money to 
buy new weapons or levels. Those 
will always be free. However, that 
doesn't mean that a new form of 
online currency couldn't be created. 
Heat.net tried this a couple of years 
ago but it didn't really work out. It 
was a sound idea, though. Players 
could earn credits in one game and 
use them in other ones. Maybe Sony 
will try the same thing. 

Uh, what's special about the 
Dua!Shock2? What isn't special? It's 
lighter than the original DualShock. 
If has more resistant analog sticks. 
The vibration motors have more 
range and are more 




In most cases, yes. However, you 
have to enable that feature in one of 
the PS2's option menus. Games that 
stream data from the cd-rom contin- 
uously, like some of the racing titles 
out there, won't work with the faster 
loading times though. It causes them 
to crash. 

Hi guys! First off, you guys are way 
cool. Second, I have a few questions 
about the PS2 that maybe you 
can answer: 





coaxial input, you're out of luck, you use: Mac or PC hardware? 

Are you sure it doesn't have a 

digital optical input? Most do, so 3. Is RE:Code Veronica and/or RE:Zero 

you might want to check it As coming to PS1 and/or PS2? 

for S-Video output you'll need to 

buy a PlayStation S-Video cable to Rory Mouat 

connect to the system's multi rorymouat@hotmail.com 

A/V out port 

We'ye|gb1ten ta-fot of 
ip- questions about PS2's USB ports 
lut recently, and there's some news to 
no ; report. First off, there's really no 
he way to use a Zip drive in place of 
en memory cards unless the system 
ea driver and games support it, which 
tat they currently don't. Sony is plan- 
see pop ning a hard drive for the system, so 
p your it may be possible to save your 

saved game data onto it in the 
b future. As it stands, at least 
one upcoming game (Unreal 
: Tournament} will let you use 
\ computer keyboards and 
mice with PS2, but they 
have to be U SB-based — 
don't count on non-PS2 
MPT: specific hard drives 

con connect begins supported by 

rd PlayStation the SVStem. 
sife and S- 1 

cables to the 

v ouf ' As for that last question, 

“ ^ - we've heard rumors that 

Code Veronica might be 
released for PS2 in Japan next 
1. Since PS2 has USB ports can spring with some enhancements 

you use zip disks and drives as a (and a demo of Resident Evil 4), but 

memory card? Capcom hasn't said anything about 


video game magazine to buy I was 
considering many of them. I want to 
tell you that the reason I choose you 
guys over ail the others is because 
you are 100% independent and you 

hate toldo a 


ten your own opinions. I 
list but here it is anyway 




1. After reading your May 
issue on the PS2, I was 
concerned about the A/V 
outputs. I have a receiver 
that is AC-3 compatible, but 


sometimes thei 

.. • 
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other way to 


tossing around the 


input. I was also concerned 
about a S-video output on 


M I . , 

From what we ve 0 
heard, you'll be able 
to use standard USB 
mice and keyboards u 
with the JPS2. 


2 . Techno babble. Why don't 
you guys include all that stuff now 
that the PS2 is out? What is the exact 
weight and dimensions? How many 
polygons does the PS2 actually turn 
out to produce? What is the speed of 
the dvd-drive and processor and how 

- ■ • *: i. 1 -■ ' • .' • • • ’ • 

many megs of ram (video, sound) 


that'd be ki 
wouldn't it? I 
could put "Avi 
PSIVI magazine 

qualification 

. hfsm Ms# 

resume — that 


weird 


reader of 






3. I am applying for a job at an 
Electronic Boutique in Auburn, 

Alabama. I was kind of wondering if 

.. . .. .• .... 

I could use you guys as a 
personal reference. 


Robert Dykes 
Glennd777@aol.com 


2 . If you can use computer hardware 
like external hard drives, which can 


I hate to say it, but if 
your receiver only has a digital 


1. Exactly how good is the DVD player 
on it? 

2. Don't you think that with the X-Box 
coming out so late, that it wouldn't even 
hurt the PS2? 


3. Are all the glitches found in the 
Japanese version of the PS2 going to be 
fixed in the US release? 


But then I saw the screen shots in your 
mag and found out that the X-Box won't 
be coming out till way later. 


Well, I hope you guys can help me out 
with this. For a while, I was really 
depressed over the whole X-Box thing. 


Clark Kent 

Superman191@aol.com 
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Welcome to the Fan Art section! Each month well be taking a look at the coolest PlayStation fan art 
from the hottest new talents around. If you've done an illustration that you'd like to see printed here, 
then by all means send us a copy! (We'll take originals too, but we won't be able to return them). 
Address it to PSM Fan Art, c/o imagine Media, 150 North Hill Drive, Brisbane, California 94005. 


Even better, if you have the art in a high-resolution digital format, e-mai! it to us at 
psm@imaginemedia.com, and label the subject heading "Fan Art.” Now get busy! 





The talented folks at 

sent in this early fan art 
for Rock star's upcoming Oni. 


did a great job with 
this Resident Evil 
illustration. It's got 
lost of action, a 
giant monster, a hot 
babe — what more 
could we want? 


Our second piece of Resident 
Evil fan art has a distinct anime 
style to it. Thanks to Timothy tiro 
for this coo! pic of Jill Valentine 
set against a fiery Raccoon City. 


We can always 
count on for 

great, "ehibi-style" 
caricatures of our 
favorite PlayStation 
videogame heroes. 


Wow, nice Lara! A little different 
than the version we're used to 
seeing, artist Christopher 
seems to have given her a bit of 
an asian look. Good job! 





A Yes, the X-Box is coming and no, us true 
PlayStation 2 fans aren't scared. 


fW * 1 


\A 


wen, j ve got a 
Panasonic stand-alone DVD i 

i .# 

home and PS2's picture quality is 
as good, if not a bit better. In terms of 


IVCi O 


lUSl 


viewing features (such as still frame) 
it's pretty much the same. PS2 does 
have component outputs, however, 


>und on most basic 


mnnrte 

j LI u u U P Lv 


uvu piayers. it your 
them (they're mostly found on high- 
end sets, such as Sony's Wega) you'll 
get a dramatic boost in picture quali¬ 
ty for movies and games. 


It's tough to say what effect X-Box 
will have on PS2, but the fact that 
Sony's getting a year-long head start 
and PlayStation already has an 
extremely well-known brand name 
in gaming wilt definitely work 
against Microsoft. Microsoft does 
have a huge amount of money for 
marketing, so it should be an inter¬ 
esting battle to watch unfold. 


Finally, the only real "glitches" with 
the Japanese PS2 had to do with 


memory card data being lost, and 
most of those are linked to the mem¬ 


ory cards the 


SVStfi 


n. i ue oi 


roZ S n 


r hss 


mselves and not the 
ily known fault on the 
to do with certain P$1 


memory cards getting wiped if you 
leave them in the system and shut it 
off. The other so-called problems, 
such as being able to play U.S. 
movies on the system or copying 
DVD movies to tapes aren't bugs in 
the system. The trick to play U.S. 
DVDs on the system was intentional¬ 
ly part of the vl.O DVD drivers includ¬ 
ed with the very first run of systems 
and has since been taken out (and it 
was a benefit for us U.S. gamers, if 
anything). The copying of DVD 
movies to tape via the component 
outputs required a couple of other 


devices as welt, and could've been 
done with any DVD player with com¬ 
ponent outputs. I'd expect that the 
memory card problems will be duly 
dealt with before the system hits 
U.S. shelves this fall, so don't worry. 

i know you are tired of hearing this, but 
congratulations on an incredibly fantas¬ 
tic magazine and on your loyalty to 
Playstation. I'm a 19 year old, life long, 
dedicated gamer, I consider it to be a 
passion. On to a couple of issues I want 
to address: 

1. Is there any news that a WWF game 
will be made for PS2? If so, do you guys 
have any details? 

2 . Besides that beautiful baseball game 
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JAR-JAR?! TO 
SAVE THE FRAN" 
CHISE, HE MUST BE 


^ CHILL OUT ^ 
BEN, HE'S RIS-HT 
OVER - UGH! . 


for PS2, Gekikuukan Pro Baseball, are 
there any other MLB-based baseball 
games being developed? 

3. Why has Bandai dogged Dragon Ball 
Z? I know me and a lot of other people 
that loved Dragon Ball GT for the PSX 
(Even thought you guys murdered it 


iarm/ Af To A 

idi 11 v t.v it* 


anime and manga ensure 
max it seifs decent, no matter how 




crappy it is. Over here though, the 
cartoon isn't as well-known, and no 
wants a crappy game. 


A This beautiful screen shot could only have come from Square's 
Gekikuukan Pro Baseball. W!e want this game! 


Hey to everyone over there at PSM, 
how you doing? I also have a couple of 

questions that I 
hope you folks 
can answer for 
me.... 


1. Everyone has 
seen Star Wars: 
Episode 1, and I 
just was baffled 
at the horrific 
game the great 
people at Lucas 
Arts released, it 
gave the movie a 
bad name. I 
remember you 
guys gave The 
Phantom 
Menace game a 
total score of 2. I 
was reading your 


with your reviews} are wondering why 
Bandai gave up if so many people like all 
the Dragon Ball games? Do they have 
any plans for another game? 

Delfin Vasquez 
LI. New York 


CHRIS: Delfin Vasquez, I'm your 
answer man. 

1. It's in the works, don't worry! 

2. You can expect all the major base¬ 
ball game series to make their way to 
the PS2, like EA's Triple Play and 989 
Studios' MLB. 

3. Dragon Ball games stiff come out 
in Japan, where the massive popu- 


mag a couple of months 
ago and I saw a new Star 
Wars title in there called 
Jedi Power Battles. Of 
course, me being a die hard 
Star Wars fan, I read the 
preview and blurb on it and 
wondered whether it would 
be a good old fashioned 
Star Wars game that you 
could sink your teeth into. 
Well, is it a good old fash¬ 
ioned Star Wars game or 
does it suck? 

2 . 1 love Medal of Honor. Its 
actually one of my all-time 
favorite games for the PS. 
But, I the game was just 
plain too short, leaving me 


with the need for more Medal of Honor 
W.W.I! action. So, what do you guys 
think of a sequel to the great Medal of 
Honor? Maybe something set in the 
Pacific, or Africa, sound good? 

3. Resident Evil, in my opinion, is losing 
its touch. I loved the first two games in 
the series, and now I'm just sick and 
tired of the same old Resident Evil get¬ 
ting released every year or so. RE 1 and 
RE2 were awesome, but RE3 leaves 
something to be desired. With so many 
different ways to complete the game 
and paths to take inside the game, it 
becomes frustrating and boring. 
Resident Evil: Code Veronica , on the 
other hand, kicks ass!! What happened 
to RE on Playstation? Has it come to the 
end of the road for RE on Playstation? 
if things don't shape up, it looks as if it 
will come to a close, What's your take 
on the situation, Playstation gurus? 

Erik Pekkala 
Erik85p@aol.com 


STEVE: How's it going, Erik? Are 
you as excited about the 


A LucasArts 
Wars movies 


has yet to make a decent console game based on the Star 
— the coolest parts of these games are the sound effects. 


Station2 as we all are? I hope so, 
because it's gonna hit full-force very 
soon. Anyway, let's get on to those 
questions. Ready? 

1. Well, we reviewed it last issue, so 
you should know what we gave it by 
the time you read this response. For 
those who didn't get a chance to 
read the review, we gave it a whop¬ 
ping "2". If I remember right, it was 
the exact same score we gave the 
first Episode 1 game. 1 don't care if 
you are the most hard-core of Star 
Wars fans... stay away from this 
game. Not even the Force can save it. 

2. Well, the sequel is being worked 
on as we speak. And just for you, 
we've got the first peek at it in 
this month's previews section. Check 
it out. 

3.1 have to agree with you there. The 
Resident Evil series is getting a bit 
bland. Some may argue that all of the 
games, include Code: Veronica, are 
pretty much the same game, but just 
have different puzzles in them. From 

what I have heard 
about the PS2 
Resident Evil title, the 
game will be a lot dif¬ 
ferent than most peo¬ 
ple are expecting. 
Everything from the 
genera! gameplay ele¬ 
ments to the controls 
will probably be 
changed. 1 think that's 
great The series is in 
serious need of a 
revamp. We'll keep 
our eyes peeled for 
any new info and run it 
in the mag just as 
soon as we 
find any¬ 
thing out. 
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Reel Fishing® II builds 


the success of Reel Fishing® by offering all the extraordinary game play 
tost popular PlayStation® game console fishing game, while at the same 
s by being the deepest and most realistic fishing simulation to date. 




Serious Fun™ 


over 500 pieces of tackle 


PlayStation and the PlayStation logos are 


registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark ol the 
Interactive Digital Software Association. Natsume is a registered Trademark of Nalsume Inc. Serious Fun is a Trademark of Natsume Inc. Re 
is a registered Trademark of Natsume Inc. 2000 Natsume Inc. All rights reserved. 2000 Victor interactive Software. 
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►- Tiffany Segui 

psxfreak@gte.net 

Description: I am selling Biofreaks, Forsaken, 
Tomb Raider 1, Gex 3, Skull monkeys, Tekken 1, 
and Spyro the Dragon all for $20-$25. I am look¬ 
ing for Need For Speed 4, Dead Or Alive, Klonoa, 
Kagero: Deception 2, and Pandemonium 1 & 2. 
All games are in perfect condition, if not to sell, i 
will trade. I am also selling my psx-underground 
for $7 ea, and opm demos #14-21 ea. for $3.1 will 
not trade demos for games. 


► David Phillips 

DAVEinTN@aol.com 

Description: I am selling a Nintendo 64 with two 
controllers, one rumble pak with memory card, 
one memory card, Memory Expansion Pak, and 
games: Mario Kart, Duke Nukem 64 and Zelda. 
$100 for everything. 


►- Kory Owens 

Kronos69@mail.com 

Description: I am looking for a copy of Monster 
Rancher Two. 1 will pay $30. I am also looking for 
any RPGs that are in good to near mint condition. 


Terry Johnson 

Terryl 84@excite.com 

Description: I'm looking for anybody who have a 
very old game called Perfect Weapon. I'm willing 
to pay anything for it.I'm also looking for Tekken 
3. I'm selling my Dino Crisis w/o Resident Evil 3 
demo disk and Xenogears. I have strategy guide 
for both of the games. E-mail if you are interest¬ 
ed or if you have the game that I'm looking for. 


► Brandon Ramirez: 

Atlanta622@aol.com 

Description: Hey, 1 have a few games; I'm col¬ 
lecting games. I will sell or trade any. Here are a 
few of them. Syphon Filter, MLB 99, WCW Nitro, 
World Cup 98, NHL 97. I will sell these for rea¬ 
sonable prices, about $10 to $30. I have some 
others games; just email me *or complete list. 


Tanner Parker 

twitch@otakumail.com 

Description: I am looking to sell or trade a couple 
of games. The games I'm looking to sell are Gex: 
Enter the Gecko, Wild 9, MDK, Coolboarders 3, 
Tenchu: Stealth Assassins, Ehrgeiz , Pocket 
Fighter, and Omega Boost. We are looking to buy 
or trade for the following: Wipeout 3, Tony Hawks 
Pro Skater, Final Fantasy Anthology, lime Crisis 
w/gun, or any cool Evangelion stuff (keychains, 
action figures, wallscrolls, whatever). Prices on 
games are best offer and we are willing to pay 
$10-$35 for any of the games we want. Contact 
me for details. 


Antonio Contrisciani 

ace252@hotmail.com 

Description: I am willing to sell Resident Evil DC, 
Twisted Metal 2, Breath of Fire 3 (if Price is Right) 
For best offer. Please Email me with any and all 
offers. No reasonable offer will be dismissed. 
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► briaiTdoyle 

I ATLRCKS83@aol.com 
I DESCRIPTION: 

il'm looking for a regular 



ItflONTH 
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Nintendo and a regular Sega. 
I'm willing to pay money or j 
trade for item. E-mail me for 
additional information. • J 


► Ryan Pham 

phamhughes69@gateway.com 
Description: [ am willing to sell a gameshark in 
mint condition w/ over 1,000 codes for $30 and 
WWF Warzone in good condition for $30, Email 
me if you are interested. 


Ian Aguilar 

lesalikn@msn.com 

Description: I'm looking for pretty much anything 
related to Final Fantasy (particularly Final Fantasy 
7). All actions figures posters, and both (official 
AND unofficial) guide books. ! am willing to buy 
them all for decent prices. I am also willing to 
trade/sell the following items: Activision Classics, 
Rebel Assault 2, Mortal Kombat 4, Mortal Kombat 
Trilogy, and a Sega Game Gear Sports Pack (the 
game gear, the case, the sonic game, and the 
baseball game). Will buy and sell items for any 
REASONABLE price. 


David Nguyen 

Kentox281@aol.com • 

Description: I am selling my Playstation, two 
controllers, a memory card, and Tony Hawk Pro 
Skater for only 90 bucks. I am also selling a mod 
chip for 30 bucks. 


► Stefan M. 

DragonBallerZ@tokyo.com 
Description: I'm Looking To Sell Dragon Ball GT: 
Final Bout, DragonBall Z Legends, And 
DragonBall Z Ultimate Battle 22. You Will Need A 
ModChip Or Game Enhancer to Play These 
Games Because They Are In Japanese. I Will Sell 
Them Singly, So First Come, First Serve. Willing 
to Trade Too. Reasonable Prices Only. Best Offer 
Goes. E-Mail Me With Your Orders, Comments 
and Questions. 


►- SHADOW JED1 

shadow_student@email.com 
Description: 1 am looking to sellArade 3 of my 
sega genesis games (PIGSKIN FOOTBRAWL, 
SONIC SPINBALL, AND BALLZ) for $10. Email 
me for any bargains, I am also looking for a 
PlayStation (IN MINT CONDITION & $80 OR 
LESS). I am also looking for WCW NITRO , any 
SOUTH PARK game, FF7+FF8, TEKKEN 1+2+3, 
any WWF game, TWISTED METAL 1 +2+3+4, 
any STREET FIGHTER game, X-MEN VS. 
STREET FIGHTER, and MARVEL VS. CAPCOM. 


► Charles ruffin 

ruff_ryder_04@hotmatl.com 
Description: I have Gran Turismo 2 in excellent 
condition I would like to sell for at least $30.00.1 
also have Medal of Honor that I am willing to 
trade for 007 Tomorrow Never Dies or make me 
an offer. I have 2 copies of NCAA Football 2000 


that I would like to sell also. Please contact at 
ruff_ryder_04@hotmail.com 


► Brian James Lynch 

puck316@gisco.net 

Description: I am looking for an american version 
of Dragon Ball GT: Final Bout. I will trade mint 
copies of Metal Gear Solid: VR Missions or 
Parasite Eve for it. I can also pay cold hard $$$. E 
mail me with all offers. 


► Shawn Bowers 

Zugga@juno.com 

Description: Am looking to buy good PlayStation 
games at a reasonable price. If interested in get¬ 
ting cash for your unwanted games, send list, 
including prices, to me. 


► Mike DeFabio 

MikDeF2099@aol.com 

Description: ! am selling a playstation with two 
controllers, a 360 slot memory card and games. 
The games are GAMEDAY 2000, NHL 99, NHL 
FACEOFF 99, 2 ON 2 OPEN ICE CHALLENGE 
and GRAN TOURISMO. I am also selling a 
Nintendo 64 with two controllers and a memory 
card.The games i have to sell for nintendo 64 are 
DONKEY KONG 64, FIFA SOCCER 98, WAYNE 
GRETZKY 98, SAN FRANCISCO RUSH, AND 
WWF WAR ZONE. 


► Kris Logan 

rugidaim@aol.com 

Description: I have 007 Tomorrow Never Dies, 
Need For Speed 4: High Stakes, and Gran 
Turismo 2. lam looking for Tom Clancy's Rainbow 
Six. I am willing to trade 007 Tomorrow Never 
Dies and Need For Speed 4: High Stakes for it. 
Also, ! am willing to trade/sell Gran Turismo 2. 
Please respond ASAP. 


► Michael Jarreau 

Usmc8521@aol.com 

Description: I'm selling Maximum Force=% 20, 
ironmani X-0 Manowar in Heavy Metal=$2Q, 
Perfect Weapon-$20, Mortal Kombat 
Trilogy=$2Q, and/or Marvel Super /-/eras-$10. 
Games are lightly scratched, but still play as good 
as a new one. All come with in original case w/ 
book except for Marvel Super Heros. 


Isaac Cajina 

ramza4@hotmail.com 

Description: 1 am selling these games: Crash 
Bandicoot 2, Madden '99, MLB 99, NBA Live 
'98, NFL Gameday '97 (Greatest Hits Version), 
NHL Faceoff '97, Rival Schools, and Twisted 
Metal 2 (Greatest Hits Version). I am also selling: 
Playstation Underground CD's 2.2 (Spring '98) & 


3.1 (Winter '99) and an Ape Escape demo disk. E- 
mai! me with your offers. 


► Shogun 

Shogun434033857@aol.com. 

Description: I'd like to sell a used N64 with AC 
adaptor and AV cables with 3 controllers, (grey, 
black & atomic purple) 3 rumble paks, 1 controller 
pack, expansion pak, and RF adaptor. I'll also 
include Beatle Adventure Racing, Goldeneye, and 
Pokemon Snap. Alt for $125 American dollars. I 
also have an ascii arcade stick for PSX for $15. I 
also have a 3do and 10 games if anyone's inter¬ 
ested. (It'll be dirt cheap) I'm also looking for 
Street Fighter Alpha 3. 


► FRANKIE KEFFALES 

fjk@salsgiver.com 

Description: 1 AM LOOKING FOR TWO GAMES: 
HERC'S ADVENTURE AND ROAD RASH 1. 1 AM 
WILLING TO PAY $20 FOR HERC'S ADVEN¬ 
TURE. AND I AM WILLING TO PAY $13 FOR 
ROAD RASH 1. IF YOU HAVE EITHER ONE OF 
THESE GAMES, PLEASE E-MAIL ME. 


Jason 

JasonX99@aol.com 

Description: Looking for Disc World (part 1) in 
good condition with box and instructions.Will 
trade Legend of Legale in great condition with 
box and instructions plus a super pad controller, 
or will pay cash at a reasonable price. If interest¬ 
ed please e-mail me. 


Vincent O'Brien 
Vincent_310@ffonline.zzn.com 
Description: I would like to buy Final Fantasy 2 
and 3 (SNES) FF Adventure, FF Legend 1 & 3 
(GB) and Final Fantasy (Nintendo) Also interested 
in most strategy guides for said games, and a FF 
Tactics Guide. Please E-Mail me if you have any. 



If you'd like to place your own, 

in PSM, just jot down your name, , 
and/or e-mail; tell us whether 
you're looking to trade, sell, or both; and 
give us a brief description of what you're 
offering or want:' Be sure to include your 
city and state. Send all of that info to: 

PSM Marketplace 
c/o Imagine Media 
150 North Hill Drive 
Brisbane, California 94005 


You can also send e-mail to: 

psm@imaginemedia.com. (Be sure to 
put "marketplace" in the subject heading.) 
BTW, we can't vouch for the credibility of 
any of the people who place ads here, so 
swap at your own risk! 
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Official 

Sega 

Dreamcast 

Magazine 


Games 

Business 

The only interactive entertainment 
trade magazine for video and PC 
gaming retailers. Games Business 


The insiders look into the 


delivers 6,000 buyers and more 


Dreamcast phenomenon with a than 34,000 retailers with 

special exclusive GD-ROM! The every issue. 

only place to get exclusive 

Dreamcast game demo 

previews! 250,000 readers 

after just 5 issues! 



PGM: 1DOX 

Independent 

PlayStation 

Magazine 

“Independent" PSM tells it like it 
is! - with unauthorized and 
behind the scenes info on the 
hottest launch in history, the 
PS2.300,000 PSM readers 
count on us to provide the final 
word about everything PlayStation. 



Total 

Games 

Will launch at 2 million 
circulation. The first true 
mass-market video and PC 
games publication. Distributed 
free to consumers at 9 major 
retailers including ail U.S. 
Babbages Etc., Blockbuster, 
CompUSA, Electronics Boutique, 
Toys R Us and 
Kmart retail stores. 
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GsnesBusiness 






If! I I I 


.com 


Next 

Generation 

Next Gen delivers you the inside 
info - the first to bring you X-Box 
specs, the first insider word on 
“free" consoles. Don't miss out 
on what’s behind the scenes in 
the PC and video gaming world. 
Read what technology 
influencers reach for first! 


PC Gamer 

The best-selling PC game 
magazine in the world! 
With so many changes 
coming in PC gaming 
market in 2000 and 
beyond, PC Gamer delivers 
you the real truth! 
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Daily Radar.com is 
dynamic coverage of digital 
entertainment! - games, 
movies, videos, and DVD info 
for the high tech enthusiast! 
Millions of users everyday, know 
Daily Radar is the place to 
get it daily! 



www.dailyradar.com • www.dreamcastmagazine.com * www.gamesbusiness.com • 
www.next~generation.com • www.pcgamer.com • www.psmonline.com • 
www.totaigamesmagazine.com 

Source: DataWorld Studies ©1999, BPA, ABC Statements. All trademarks copyrighted by their respective owners. 
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While everyone is away at 
, Bill gets to write all 
captions. Heh, heh. 






a Steve starts training his clone to play 
videogames at an early age. This will 
save valuable time after the brain trans- 
plant. Few people know that Steve is 
really over 800 years old. 


► Randy's special patch commemo¬ 
rates where he was kicked by a 
roadie when he tried to sneak 


backstage to meet Oingo Boingo. 


heh... 


<A Bill enjoys playing the part of J.R. during PSM's 
wrestling sessions. He doesn't get hit with foreign 
objects and, every once in a while. Tori will sit next 
to him. Oh my God! 


after he f 60 '"* 


riop but* 1 ' 0 ' tha " 9 ' 

rte sensoti° ' u a mstet. 

tro^9 e * on his pet n° n '. 
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CAPCOM.COM 


' 
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Capcom's all-time, flagship fighting series once again 
goes 3-D with Street Fighter EX 2 Plus. Loaded with new 

■fi l l , ■ 

enhancements, modes of play and an expanded cast of 

,1 m wStV.V o VV'V" ■. 
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characters,! Street Fighter EX 2 Plus drives home stunning 
3-D graphics, lightning fast animation and Capcom's 
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Animated Violence 
Animated Blood 
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